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Now, buy something you really need a 
and get some games you really ™ 
want. Quarterdeck’s QEMM-386" , 
gives you the highest performance 
memory management money can 
buy. Its the leading utility in the 
industry. It can help you 
get your work done 
faster by allowing you 
to use productivity- 
enhancing TSRs and 
network utilities you'd oth- 
erwise have to do without. 
What are you going to do with all the time you 
save? Play! 


In the Sky 


Step back into history and experience the emotion of airborne 
combat with the men and machines of the Pacific Theater of 


the enemy can throw against you. Super-realistic simulation 
includes 30 accurately recreated WWII fighters and bombers; 


legendary enemy (and friend- 
Aces of the Pacific 1y) aces to battle and all the 
“The benchmark of the 90s heart-pounding excitement of 
for flight simulators.” 


carrier landings. Choose from 
—Simulation Magazine an array of missions or enlist 


for the entire war. You can 
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even fly for the other side. 
Magnificent 240-page manu- 
al is complete with photos 
=) and war maps. 
q Get into the action with 

this amazingly realistic 
simulation. Its 3-D look 

puts you in the middle of the 
action in the most complete football 


On the Gridiron 
gaming package ever. Play quarterback arcade- 
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style or be the coach and play a strategy game against an oppo- 
nent or against the computer. View instant replays from a float- 
ing camera you 
position. Front 

Page: Football is 


Front Page Sports: Football 


“... remains unchallenged as the most 


designed to complete football game ever... for 
appeal to players gridiron fans of all interest levels...” 
at any level. You —Electronic Games 
get a full 47man 


roster including injured reserve, up to 28 teams and 1,400 play- 
ers per league, 200+ stock plays, 300+ stat categories and your 
choice of exhibition or a full season of play. 
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Now, buy something you really need 
and get some games you really 
want. Quarterdeck’s QEMM-386" 
gives you the highest performance 
memory management money can 
buy. Its the leading utility in the 
industry. It can help you 
get your work done 
faster by allowing you 
to use productivity- 
enhancing TSRs and 
network utilities you'd oth- 
erwise have to do without. 
What are you going to do with all the time you 
save? Play! 


In the Sky 


Step back into history and experience the emotion of airborne 
combat with the men and machines of the Pacific Theater of 
World War II. Attack carriers, air bases and fight the finest pilots 


the enemy can throw against you. Super-realistic simulation 
includes 30 accurately recreated WWII fighters and bombers; 
legendary enemy (and friend- 
Aces of the Pacific 1y) aces to battle and all the 
“The benchmark of the 90s heart-pounding excitement of 
for flight simulators.” cartier landings. Choose from 
—Simulation Magazine an array of missions or enlist 
for the entire war. You can 
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even fly for the other side. 

Magnificent 240-page manu- 
al is complete with photos 
and war maps. 
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roster including injured reserve, up to 28 teams and 1,400 play- 
ers per league, 200+ stock plays, 300+ stat categories and your 
choice of exhibition or a full season of play. 
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Quarterdeck Office Systems 
150 Pico Boulevard, Santa Monica, CA 90405 
(310) 392-9851 Fax (310) 314-4219 
Quarterdeck International Ltd., B.I.M. House, Crofton 


Terrace, Dun Laoghaire Co. Dublin, Ireland 
Tel.(353) (1) 284-1444 Fax: (353) (1) 284-4380 
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All games are complete, fully-functional versions. However, because of shipping considerations, individual game boxes are not included. 
©1993 Quarterdeck Office Systems. All trademarks are property of their respective owners. 
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find your way out against seemingly overwhelming odds. But 
you must—or your entire country will die! 


Play Safe 
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QEMM- 386 is the number one memory management — 
in the world. Not only does it make games run better, it helps 


you when you get back to 
work—reducing the chance 
of crashing wh hile making 
room for both your favorite 
TSRs or network utilities 
and memory hungry pro- 
grams like WordPerfect or 
MS Windows. Whether you 
have one megabyte or eight, 
QEMM.-386 can find more 
memory for your programs. 
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In the Old West, you couldn't tell the bad guys from 
the good guys by how ugly they were (you had to rely on 
the color of their hats). But in Freddy Pharkas, Frontier 
Pharmacist, even a scrawny, sissified, one-eared Phar- 
macist can be a good guy. 

Al Lowe, creator of Leisure Suit Larry, spins a yarn of 
schoolmarms and chorus girls with hearts o’gold, cowboys 
and Indians, and varmints and heroes. It's the brand-new, 
age-old tale of Freddy Pharkas, a gunslinger who gave it all 

up for his love of pharmacology. Together with his faithful 
Indian companion, Srini Bagdnish, Freddy sets out to save y sS 


Nal PHARKAS) 
} (FRONTIER 
ae "a PHARMACIST: 


bucolic, boring Coarsegold from a fate worse than 
Hollywood adaptation. 
So don't just groan at all those old horse-opera clichés. 
Be one. Strap on your spurs for a saga that skewers every 
Western under the sun. Mosey on down to your software 
store and ask for Freddy Pharkas, Frontier Pharmacist, 
Andsmile when you say that. 


2 SIERRA’ 


See your local retailer or call 1-800-326-6654. 
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EDITOR’S NOTES 


We knew there would be a lot 
of titles coming into our offices 
after CES — but we didn’t ex- 
pect them to hit us so fast and 
furious! We've increased the 
size of this issue in order to 
keep you up to date on the lat- 
est titles, but you won't find 
that more reviews come at the 
cost of intelligent, in-depth 
coverage. Unlike some maga- 
zines for PC gaming enthusi- 
asts, you wont find a one-para- 
graph “review” in PC Entertain- 
ment — even our GameBytes 
are chock-full of the info you 
need to make the right decision 
when purchasing a game. And 
if one of our writers doesn’t like 
acertain type of game, he or she 
won't review a game in that 
category. If you’re a war-game 
fan, itdoesn’tdo youmuch good 
to read a review that begins, 
“I've never liked war games...” 

Speaking of war games, 
one of the greatest of all time 
has just received a major over- 
haul. Empire, released back in 
themid-eighties, won the hearts 
and souls of many a war-gamer, 
none more than our Desktop 
General columnist William R. 
Trotter. With its EGA graphics 
and sparsesound, however, this 
wonderfully conceived game of 


combat and conquest was be- 
ginning to showits age. But just 
as it was beginning to look as 
though Empire was fighting a 
rear-guard action against the 
sexy graphics and slick inter- 
faces of the latest batch of stra- 
tegic extravaganzas, New 
World Computing released 
Empire Deluxe. All you Empire 
fanatics will want to check out 
General Trotter’s analysis of the 
changes that Mark Baldwinand 
Bob Rakosky have brought to 
the new, enhanced version — 
story on page 44. 

We've got plenty of other 
great feature stories for you in 
this issue — an exclusive inter- 
view with Prince of Persia I and 
II designer Jordan Mechner, a 
roundup of the latest baseball 
simulations, and of course a 
detailed look at Dark Sun: Shat- 
tered Lands, thenew release from 
SSI that debuts the company’s 
new AD&D engine and game 
world. You'llalso want to check 
out our expanded gaming 
news coverage, including the 
scoop on upgrades and bug 
fixes for your favorite titles. 

Stephen Poole 
Editor 
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Here’s what the experts are 


saying about Eric the Unready. 


“A comedy adventure full of 
whimsy and wonder” 
—Computer Gaming World 


“Eric is flat-out funny. There’s 
comedy for everyone and a 
good quest to boot.” 
—Computer Game Review 


“A wonderfully hilarious 
adventure” 
—Game Bytes Magazine 


Eric the Unready established 
his reputation by impaling his 
instructor during jousting 
class. Then, when Princess 
Lorealle the Worthy is kid- 
napped, Eric begins a madcap 
quest through this hilarious 
fantasy world packed with 
dragons and dwarves, wizards, 
unicorns, and the most fear- 
some beasts of all, the dreaded 
Attack Turtles. 


Every player will find at least 
one favorite movie, TV show 
or adventure game that has 
been struck by Bob Bates’ 
pen! From the award-winning 
author of TIMEQUEST. 


. Breathtaking fantasy art! 
vee NLP) mi 256-color VGA 
Awesome sound track 


New menu-driven system 
for conversing with 
characters 


Intriguing mix of inter- 
faces creates a constantly 
changing graphical scene 


INLEGEND™ 


ENTERTAINMENT COMPANY 


14200 Park Meadow Drive 
Chantilly, VA 22021 


Distributed by Accolade, Inc. 

To order, visit your local retailer or call 1-800-245-7744 
© 1993 Legend Entertainment Company. 

ERIC THE UNREADY is a trademark of Legend 
Entertainment Company. 

ALL RIGHTS RESERVED. Actual VGA graphics shown. 
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“More fun than a barrel of monkeys!” 
Guywood Threepbrush 


EVERVBESTIN: 
STRATEGIC STARSHIP COMBAT 


impressions are delighted to announce an Omnitrend production - Rules of Engagement 2! 


. 
. 


The original became an instant success -“one of the top 6 games of 1991” (Newsweek), 
“involving, well-planned, entertaining, highest levels of intelligence and excitement” (Computer Game Review). 


Now, the gequel surpasses even the original’s excellence! 


Rules of Engagement 2is a real-time, strategic space combat game. The player commands a fleet of starships engaging enemy 
ships in campaigns composed of multiple combat missions. The attention to realism and detail (Omnitrend’s hallmark) and the 
: sheer size of the game are phenomenal, and are made accessible by the unique easy to use control system. 


* Rules of Engagement 2is the latest Interlocking Game System module - and can link with Breach 2 or Breach 3 (coming this fall). 


© Exciting animated sequences featuring 3D rendered spaceships relate the storyline at strategic points 
within campaigns. Players can create their own tree-structured campaigns with the world’s first 
campaign-builder - and can even include their own PC Animate Plus animation files! 


en os 
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© Rules of Engagement 2 features an 
Outstanding interface. Game screens 
consist of four QuadPanels, color coded 
to distinguish different control systems. The c&ntral control bar coordinates all activity between panels. 
Users can select which of the 28 QuadPanels appear on the main screen - and can even save several 
configurations for use in different situations. 


a still from an animated squence 


Rules of Engagement 2 offers a significant advance in artificial 
intelligence within computer gaming. Each starship captain has a 
substantial dossier complete with many personality traits which ia 
affect how he, she or it reacts to orders and situations which arise. LEE Fe om 
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a starship captain’s dossier 


} © Rules of Engagement 2 offers immense replay value, allowing the player to design and construct both 
FHS ee mr per friendly and hostile spacecraft and their captains, specify the physical and mental capabilities of the 
i mize enemy forces -- and design solar systems in which the battles will take place! A 
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outfitting a ship in dry dock 
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is bundling three 

t popular titles ina 

re hits” package. The 

Animation Classics Pack com- 

bines Dragon's Lair II: Time 

Warp, Wrath of the Demon, 

and Space Ace at a $69.95 list 
price. 

ReadySoft also an- 
nounced the upcoming re- 
lease of Empire’s War in the 
Gulf, which projects U.S.- 
Iraqi tensions into the near 
future (1995 to be exact.) 
Players will command M1 
tank units in efforts to skirta 
second Iraqi invasion of Ku- 
wait. 

Topromoteits Expanded 
Memory Manager-386, Quar- 
terdeck is packaging it with 
three hit PC games. The 
QEMM-386 GamePAQ 
(priced at $99.99) will fea- 
ture Sierra’s Aces of the Pa- 
cific and Front-Page Sports: 
Football, as well as a mail-in 
coupon for Origin’s Ultima 
Underworld II: Labyrinth of 
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War in the Gulf 


Worlds. For more information 
on the GamePAQ, call Quar- 
terdeck at (800) 354-3222. 
R.A.W. Entertainment is 
cutting outthe middleman, and 
hopes to pass the savings on to 
you. The software publisher is 
bypassing retail distribution 
channels with direct market- 
ing — customers will phone in 
their orders directly. R.A.W. 


Unit 2 


[a EET empire 


also announced were signifi- 
cant price cuts as a result of 
this streamlined distribution 
— Spoils of War is being cut 
from $59.95 to $34.95, while 
all R.A.W. games priced at 
$49.95 will now be sold at 
$29.95. For information on 
how to order, contact R.A.W. 
at 1-800-323-7878. 


MOVING AND 
SHAKING 


ccol, s received a substan- 
ti the rock from one of 
s largest insurance 
companies. Prudential Equity 
Investors (an offshoot of the in- 
surance giant) has invested $11 
million in Accolade’s future 
growth. This is the first major 
venture-capital investment in 
Accolade’s eight-year history. 
The company plans to use the 
added funding tomarketa string 
of celebrity-endorsed sports 
games, including Jack Nicklaus 
Power Challenge Golf, Mike Ditka 
Football, and Bret Hull Hockey. 
In similar news, Spectrum 
HoloByte hassecured $10.3 mil- 
lion in equity funding. The in- 
vestment group, led by Vertex 
Management of Redwood City, 
California, has provided this sec- 
ond round of funding to assist 
Spectrum’s expansion. The 
money has been earmarked for 
technology research into emerg- 
ing platforms like CD-ROM and 
3DO. Additionally, the invest- 
ment will help Spectrum im- 
prove its flight-simulation tech- 
nology and explore virtual real- 
ity applications. 


’ve ever wished for a 
ta ible eee that 


ay Ss ace 16-bit digi- 
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_ ports 14-bitsound recording, 
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d are is beckoning play- 
ers to their DOOM (“where the 
sanest place is behind a trig- 
ger”). DOOM explores thenight- 
marish scenario that ensues 
when a research facility is sud- 
denly overrun by multitudes of 
demonic creatures. LikeId’slast 
effort, Wolfenstein 3-D, DOOM 
is arcade mayhem ina first-per- 
son,3-Dmazesetting. Withmore 
weapons and better graphics, 
Doom looks to bea great follow- 
up to the award-winning 
Wolfenstein 3-D . The firstinstall- 
ment of Doom will be available 
as shareware on most major 
online services; players can or- 
der the subsequent episodes di- 
rectly from Id. Look for Doom in 
mid-summer. 


ON THE HORIZON 


Those 
seeking an 
educational 
graphics-ad- 
venture 
might find 
MECC’s 
Amazon Trail 
to their lik- [7% 
ing. The lat- 
est game 
from the re- 
nowned edu- 
cational soft- 
ware publisher sends you ona 
time-travelling rescue mission 
on behalf of an ailing Inca king. 
Amazon Trail aims for realism by 
integrating photographs and 
audio recordings captured on 
location. Amazon Trail lists for 


AMMO O00! HealthoOo Armor oo Shieicioo 
Doom 


$49.95 and is slated for a sum- 
mer release. 

Lance Stone certainly isn’t 
the world’s first superhero, but 
he may be the first comic-book 
character to never appear in an 
actual comic book. PC Comix is 


If you don't have F-15 Strike Eagle Ill, 
you're still playing games! 


“Versatile, violent, and victorious. Those are 
the kinds of adjectives that should accompany 
this cutting edge flight simulator.” 


“Being one of the highest time pilots in the Strike Eagle, 
with about 1200 F-15E hours and some 115 plus sorties in 
the Persian Gulf theater, | can honestly say that your Strike 
Eagle Ill simulator is the closest example of combat flying 
I've seen! Outstanding.” 


Actual cockpit shown. 


F. 5 Strike Eagle Ill is the most accurate and realistic 
combat flying simulator on the market today. And no 
wonder! Just look at all the startling features the third edition 
of MicroProse’s landmark jet fighter has in store for you! 


= Experience all the real avionics of the F-15E from its seven 
actual CRTs to the sniff modes of the super sophisticated 
AN/APG-70 radar system! (No-sweat easy modes for first 
time pilots...until you can handle the real stuffl) 


= Fly the most realistic fighter flight model available in any PC 
fighter simulation! Designed, tested, and certified by Lt. Col. 
George Wargo, USAF Retired, formerly a TAC Stan Eval 
puke with over 3000 hours in fighters and 1500 in F-15’s! 


» Surround yourself in a revolutionary new 3-D graphics 
system that provides you with a digitized map of 
downtown Baghdad complete with every bridge, the TV 
famous Air Ministry building and the “Baby Milk” factory! 


“| expected this game to knock me through 
the back wall. | wasn't disappointed.” 


Prac 
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= Cheat death in 
three explosive 
scenarios 
including Desert 
Storm, Korea, and 
Central America! 


= Go | vs. 1 with head-to- 
head modem combat mode 
or put your “wizzo” in the 
back seat via modem and fly 
like the real F-15E with a 
two-man crew! 


= Patrol in two-fighter 
formation with your favorite 
wingman in an F-15 Strike 
Eagle right next to you 
via modem! 


Actual F-15 Strike Eagle Ill 
cockpit screen shot shown. 


TERTAINMENT © SOFTWARE 


| For a FREE INTERACTIVE DEMO DISK of the incredible F-15 Strike Eagle Ill, send this coupon to: MicroProse Software, ] 
180 Lakefront Drive, Hunt Valley, MD 21030-2245. Please include $3.99 for postage and handling. 
| To get our free catalog, call 1-800-879-PLAY (Mon. - Fri. 8:30 am - 5:00 pm EST) | 


Name: 
| Address: | 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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Leaving the bedroom, Lance 
heads for the refrigerator. 


Lance Stone 


unveiling HyperComix, a series 
of electronic comic books for 
PCs. The first “issue” to reach 
storeshelves, Lance Stone: Trouble 
at the Woz, introduces you to the 
futuristic detective-story plot 
and the quick-fisted title charac- 
ter. Lance Stone features multiple 
plotbranchesand high-res VGA 
graphics. Trouble at the Woz is 
retailing for $20, and the second 
and third issues will be avail- 
able shortly. 

Expect a slew of releases 
from SSI this summer. Military 
strategists interested in WWII 
can look forward to Clashof Steel, 
which spans six years of Euro- 
pean conflict, including the fall 
of France and D-Day, while Gary 
Grigsby’s War in Russia concen- 
trates on the epic struggle on the 
eastern front. Clash of Steel 
($69.95) is due out in June, and 
War in Russia ($79.95) should be 
available by August. SSI is also 
busy working ontwo D&Dtitles: 
D&D Stronghold and D&D 
Gazeteer: Fantasy Empire. Both 
games are slated to ship by 
summer’send,and carry a $59.95 
suggested retail price. Another 
title coming from SSI is Archon 
Ultra, which updates the strat- 
egy game Archon. Look for it in 
July. 

Mindcraft is following up 
the well-received Siege with 
AMBUSH at Sorinor. As a mer- 
cenary captain, you're in charge 


In the words of your race, Lance... 
you're pregnant. 


ofabroad variety of troop types, 
and must take financial and po- 
litical considerations into ac- 
count as you accept contracts 
for various missions. AMBUSH 
features a scenario editor and 
map builder, and should be on 
shelves by the time you read 
this. 

Hardcore Harpoon fans wil 
soon have reason to rejoice — 
Three-Sixty is putting the fin- 
ishing touches on Harpoon 
Designer's Series II. HDS II will 
enhance the four Harpoon Bat- 
tleSets, offering 48 new action 
scenarios. Players will also re- 
ceive the Harpoon Tactica 
Guide (astrategy overview) and 
the Harpoon Data Annex (which 
lists every notable spec in the 
entire series). HDS II will be 


PETS A BREE 


COSTMELOTS 


Quarterpole 


available for both PC and Mac, 
with a suggested retail price of 
$39.95. 

MicroLeague is adding a 
new entry to its lineup of sports 
games. QuarterPole ($49.95) 
brings horse-racing to the PC by 
allowing players to roam freely 
around the various centers of 
track activity (i.e., the stables, 
thejockey lounge, even the track 
commissioner’s office), watch 
races, and place wagers. The 
VGA graphicsare richly colored, 
and the first-person perspective 
gives the game the feel of a 
graphic adventure. 

Partespionage mission and 
part presidential trivia quiz, 
Tanager’s Operation U.S. Presi- 
dents hopes to intrigue and edu- 
cate. Theultimate goalisto break 
a set of codes eluding 
C.Y.P.HLE.R., a secret organiza- 
tion which the player works for. 
Success depends on the ability 
to recall historical facts and re- 
trieve information from the 
game’s storehouse of data on 
US. presidents. The game has a 
suggested retail price of $49.95. 

Dr. T’s Music Software is 
bringing Karaoke home forkids. 
Dr.T’s Sing-A-Long serves up 25 
popular children’s songs in a 
Windows-based program mix- 
ing animation and music. Dr. 
T’s plans to update the series 
with additional song discs. Dr. 
T's Sing-A-Long retails for $59.95. 


Available for ‘a 
IBM PC se . - 1 
Macintosh. cae 4 
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Superships of the Atlantic 


UPDATE 


Editor's note: With more PC gam- 
ing titles than ever before, there's a 
growing number of add-ons, ex- 
pansion disks, upgrade versions, 
and bug patches. Beginning this 
issue, the Update section will fea- 
ture Contributing Editor T. Liam 
McDonald's analysis of the latest 
releases designed for use with exist- 
ing programs. 


Slleads the way this timearound 
with three expansion disks for 
GreatNaval Battles of the North 
Atlantic, featuring new shipsand 
new campaigns based on hypo- 
thetical scenarios. Superships of 
the Atlantic and America in the 
Atlantic are already out, and a 
Scenario Editor is on the way. 
Superships of the Atlantic asks the 
question, “What if Hitler had 


SS 
waited three more years before 
waging his war against British 
shipping?” By 1942, at least 
nine new ship classes on the 
drawing boards would have 
been ready, including the “H” 
class battleship: bigger, faster, 
and more powerful than the 
Bismarck. Though the H class 
was based on existing designs, 
that extra speed or those few 
crucial yards of weaponry 
range could have decided sev- 
eral battles. 

Of course, in those three 
extra years the Brits also de- 
signed ships, and these come 
into play as well. Ten scenarios 
pittheseships against each other 
as well as against the older de- 
signs, while three campaigns 
over four years show the effects 
of different ships at different 
times. Superships includes ver- 
sion 1.1 of GNBNA, which fixes 
some historical errors and sound 
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America in the Atlantic 


problems in the original game, 
adds hot-key commands, tight- 
ens up the AI, and tweaks many 
other elements too numerous to 
mention, many of them bugs. 

America in the Atlantic sup- 
poses that the American fleet in 
the Pacific was f= — 
forced intoacon- 
frontation with 
the Nazis in the 
Atlantic. A total 
of 13 American 
ship designs are 
added to the 
ever-increasing 
forces in the At- 
lantic, forcing the 
Nazis into some 
interesting con- a 
frontations: The Bismarck ver- 
sus the Jowa?. This is just one 
of ten scenarios, along with 
three limited campaigns of- 
fering elaborate configura- 
tions of opposition, such as a 
conquered Britain allied with 
Germany against the United 
States. America includes ver- 
sion 1.2 of GNBNA, incorporat- 
ing the enhancements of version 
1.1. Thoughasmaller patch than 
1.1, 1.2 fixes gunnery, torpedo, 
damage control, air operations, 
and fiddles with the AI even 
more. (SSI apparently hasn’t 
worked outall thosesound bugs 
yet — I still have problems on 
my computer.) 

QOP’s Great Battles of the 
20th Century expansion disk for 
The Perfect General adds contests 
from World War II, Vietnam, 
the Middle East, the Falklands, 
and Korea, along with specula- 
tive battles such as the Warsaw 


Pact versus China, a German 
landing in Britain during WWIL, 
an unlikely American ground- 
based strike against Libya, and 
an evenless likely Japanese 
landing in California. There’s a 
fine variety of combatants and 


WWII: 1946 
maps here, and while The Perfect 
General lacks the finesse and de- 
tail of V for Victory, it’s still an 
enjoyable, simple war game that 
doesn’t take hours of planning 
to play. Themaps in Great Battles 
area vast improvement over the 
original Perfect General maps, of- 
fering a variety of different ter- 
rains and making the game sim- 
ply look better. Some WWI sce- 
narios might have been nice, but 
the speculative scenarios are so 
tongue-in-cheek (President 
Perot?) and far-out that it’s hard 
to complain. 


“Sound that's rich and 
clean, clean, clean” 
- Strategy Plus 


“Hot, very very hot” 
—PC Review 


“The cutting edge of 
sound technology” 
— PC Entertainer 


“Well worth the wait” 
— PC Games 


Software Developers 
Access Software 
Accolade 

Activision 

Amtex Software 
Animotion 

Apogee Software 
Artic Software 
Artworx Software 
Asymetrix 

Autoskill International 
Bekir Associates 
Capstone /Intracorp 
Centennial Research 


PC Games Hardware 
of the Year 


MICROSOFT 
WINDOWS 


Compatible 
Version 3.1 


Computer Associates 

Cool Shoes Software 

Dr. T's Music Software 
Dynamix Inc. 

Eclipse Technologies 
European Software Creators 
Floyd Design 

Great Games 

Hollyware Entertainment 
Howling Dog Systems 
Human Machine Interfaces inc, 
IBIS 

Icom Simulations 


re you ready to try the absolute best 

sound card on the market today? 

The one that PC Games and PC 
Entertainer have named “Hardware 
Product of the Year”? Are you ready to 
make a RISK-FREE investment? Then 
you're ready for the AdLib Gold! That's 
right... Ad Lib MultiMedia is so confident 
in the AdLib Gold 1000 Stereo Sound 
Adapter, we are offering a 14-day money- 
back guarantee. So pick up that phone 
and dial AdLib MultiMedia Direct... you 
don’t even have to pay for the call... 
1-800-463-2686 !!! 


AdLib MultiMedia Inc., 350-80 Franquet Street, Ste-Foy, QC, Canada G1P 4P3 

Toll free order line: (800) 463-2686 Phone: (418) 656-8742 Fax: (418) 656-1646 

©1993 Ad Lib MultiMedia. AdLib, AdLib Gold and AdLib PC Video are trademarks of AdLib MultiMedia Inc. 
Other names are trademarks of their respective owners. 
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Lips Software 
LucasArts 
Mathematica Incorpo 
Megatech 

Micro League Sports 
Microprose 

Miles Design 

MKS Informatique 


Ad Lib MultiMedia Direct 
1-800-463-2686 


(orders only) 


Order now to receive extra special 
Gold Software - Absolutely FREE! 


Available from Ad Lib MultiMedia 
¢ AdLib Gold 1000 $179 
e AdLibPC Video $399 
...and much more! 

Dealer inquiries welcome 


* Prices do not include 
shipping and handling. 
All prices in US dollars. 


Ad Lib: 


MultiMedia 


You build it. 


You race it. 


You pay your own 


speeding tickets. 


@USE ANIMATED 3-D INSTRUCTIONS TO BUILD ONE OF FOUR MODEL RACERS: PORSCHE 911, 
BUGATTI EB110, NAZCA M12 & LAMBORGHINI LP500S®TRY TO OUTRUN THE COPS AS YOU 
RACE THE CLOCK TO ONE OF THE FOUR TOUGHEST TRACKS IN EUROPE®QOUTDUEL OTHER 
DRIVERS AS YOU RACE TO THE CHAMPIONSHIP @ INTEGRATED VIDEO CLIPS HELP YOU CHOOSE 
TRANSMISSION, TIRES, SPOILER SETTINGS AND FUEL@AVAILABLE FOR MS DOS ON CD-ROM ® 


THE MODEL MAKES THE GAME BETTER, 
THE GAME MAKES THE MODEL BETTER. 


You build it. 


You race it. 


You pay your own 


speeding tickets. 


@USE ANIMATED 3-D INSTRUCTIONS TO BUILD ONE OF FOUR MODEL RACERS: PORSCHE 911, 
BUGATTI EB110, NAZCA M12 & LAMBORGHINI LP500S®TRY TO OUTRUN THE COPS AS YOU 
RACE THE CLOCK TO ONE OF THE FOUR TOUGHEST TRACKS IN EUROPE ®OUTDUEL OTHER 
DRIVERS AS YOU RACE TO THE CHAMPIONSHIP @INTEGRATED VIDEO CLIPS HELP YOU CHOOSE 
TRANSMISSION, TIRES, SPOILER SETTINGS AND FUEL@AVAILABLE FOR MS DOS ON CD-ROM ® 


THE MODEL MAKES THE GAME BETTER, 
THE GAME MAKES THE MODEL BETTER. 


ee 


i 
VIDEO FROM GAME} > 


16 


Pinehurst #2 
Course Disk for 
386 Pro 


2 . iN 


Military confrontations 
aren’t the only battles simulated 
on the PC. There are thousands 
and thousands of PC duffers 
who square off with Links 386 
Pro, and they'll be happy to 
know that the first two course 
disks made especially for the 
game are beginning to trickle in, 
and they are, in a word, stun- 
ning. Access supported the 
original Links with a great series 
of course disks, and its commit- 
ment to bringing quirky and 
classic courses to your desktop 
remains unchanged. First off the 
tee is Mauna Kea. This Hawaiian 
island course is not only a visu- 
ally dramatic combination of 
pounding surf, sharp angles, 
tropical scenery, and lava rock, 
but it’s also extremely challeng- 
ing. That third hole over the 
breakers is a killer! 

While Course Number Two 
at Pinehurst Resort and Country 
Club in North Carolina is less 
visually dramaticand somewhat 
easier than Mauna Kea, it’s still 
an attractive, moderately chal- 
lenging course. Stretching over 
7000 yards, this world-class 
course is home to several Ama- 
teur and Pro competitions. The 
tree-lined fairwaysare rendered 
in outstanding detail, making 
for a relaxing round of golf. 

Themostentertaining flight 
sim of last year was undoubt- 
edly Dynamix’s Aces of the Pa- 
cific. A mixture of accurate flight 
models and playability, a lively 
career option, historical depth, 
and a great variety of missions, 
it has retained an honored spot 
on many a flight junkie’s hard 
drive. WWII: 1946 is the first 
(and possibly only) expansion 
disk for this terrific game, and it 
adds a great deal to the original. 
Planes that never made it into 


real-life combat have been 
added, along with a series of 
deep, involved “what if?” sce- 
narios dealing with the continu- 
ation of the war beyond 
Hiroshima and Nagasaki. You 
can fly the American P-80 or 
Japanese Kikka (two of the ear- 
liest jets), the crazy Shinden 
(with a rear-mounted propel- 
ler), or theincomparable Bearcat. 
The campaigns revolve around 
the plans for Operations Olym- 
pic and Cornet, including some 
hairy beach fighting and kami- 
kaze escort missions. (Dynamix 
did not include an option to bea 
kamikaze, but you can fly a de 
facto kamikaze mission by sim- 
ply crashing into an American 
ship. Ofcourse, yourplane won’t 
be loaded with the explosives, 
the reason for the effectiveness 
of this tactic.) 
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Because of the complexity of 
today’s PC entertainment re- 
leases, there’s a real need for 
patch disks, or bug patches, to 
correct the inevitable glitches 
that inevitably make their way 
into the final version of a game. 
Patches are available from the 
game publisher, or canbe down- 
loaded from any number of bul- 
letin-board systems. Most pub- 
lishers issue bug patches gratis; 
if they don’t, complain. After 
all, it may be your problem, but 
it’s their bug. 

Not included with the 
aforementioned WWII: 1946 is 
Patch A, which allows tapes to 
be saved correctly in training 
missions, prevents pilots sta- 
tioned on Kokubu airbase from 
starting missions from the 
middle of the ocean, no longer 
assigns USAAF toattack Ameri- 
can warships, corrects the flaw 
of dropping out of autopilot 
when friendlies are encoun- 
tered, and fixes the Shell System 
Error. 

Version 2.0 of B-17 Flying 
Fortress from MicroProse allows 
for computerized bombing and 
landing (sorely missed in the 
original release), as well as op- 
tions to silence that annoying 
music and change crew names. 

Dynamix’s Front Page 


Sports: Footballis now more real- 
istic than ever — version 1.02 
features improvements in ani- 
mation, AI, statistics, and play 
balance. Additions include 
weather reports, more flexibil- 
ity when changing names or 
transferring abilities, and better 
sound support. 

Norsehelm Productions 
has issued two patch disks for 
Ragnarok, the patch before ver- 
sion 2.0 of the game fixes sound- 
board incompatibility problems 
andallknownerrors (equipping, 
lycanthropy, etc.), while the 
patch after 2.0 fixes only the 
known errors (sound board 
problems are not corrected). 

Version 1.16 of Mindcraft’s 
Magic Candle III fixes Charter/ 
Scepter exchange, which was 
damaged in version 1.15, Mir- 
ror of Honesty /candlewick 
problem, and the problem of 
characters transferred from 
Magic Candle IInot getting god’s 
boons. 

Here’sa quickrundownon 
some other bug patches andnew 
versions of games: 

* Impressions has releaseda 
patch for Caesar that fixes prob- 
lems the game had with Stacker. 
Soundboard compatibility 
problems in Rex Nebular, 
Mickey's Jigsaw Puzzle and Hare 
Raising Havoc have been cor- 
rected with patches. 

Version 1.0B of D.C. True’s 
Shadow President runs with 
about30,000 bytes lessmemory 
than previous versions, and in- 
cludes a batch file for creating 
a boot disk. 

Version 1.03 of Solitaire’s Jour- 
ney eliminates Tournament 
glitches and mouse-control 
problems. 

A Space Quest V patch corrects 
the inability to restore or quit 
after running out of time on W- 
D40’s ship, fixes the inability to 
skip polishing theStarConcrest 
inEGA mode, and prevents the 
loss of the cursor when Roger 
steps off the log which spans 
the river on Kiz Urazgubi. 
Spelljammer version 1.1 has cor- 
rected the problem of system 
crashes during boarding se- 
quences. 


GP 


One Magazine 
You Need for PC Gaming; 


e@ TOTAL PC entertainment reporting 
in every issue! 


@ More screen-by-screen game analysis 
per issue than any other magazine! 


e Insightful and absorbing feature articles! 


© More PC industry and game news 


than ever before! 
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Rush me GAME PLAYERS PC ENTERTAINMENT 
for one full year (6 issues) for $ 


GAME PLAYERS PC ENTERTAINMENT ? $14 / 


P.O. BOX 54163 
BOULDER, CO 80322-4163 


L_ Tia L_Ime & AmEx & Payment Enclosed L Teint Me 
i LT — Eel 
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meeting the needs 


of today’s PC enthusiast! Name 


Address : 
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State 


a) 


5PPT 


Bor ici service, CALL 201-703-9505. 


TT. Dark Army encroaches. 


King Richard falls. And Scotia 
beckons you, laughing... 
In her mad quest for power, Scotia has ravaged the 
kingdom. She seeks the throne, yet it eludes her. 


She's getting desperate. She's getting mean. 
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*« Compass and Automapper ta Make Friends and Influence 
Included - Adventure through People - Cooperate with the helpful, 
ancient keeps and living forests. sidestep the treacherous and destroy 
Unearth hidden ruins and the dangerous. 

haunted caves. 


‘« Indulge in a Land of Sensory @ Quick and Easy Combat and 
Delights - Over 20 megabytes of Spell Casting. 


compressed art and special 
effects. Actually hear the clash of 
steel! Feel the blows of terrors 
who slip beneath your guard! 


AN INSPIRED FANTASY 
RPG EXPERIENCE FROM 
THE DEVELOPMENT 
\1T CREATED 
BEHOLDER™ I 4 


?« Make Friends and Influence 


Included - Adventure through People - Cooperate with the helpful, 
ancient keeps and living forests. sidestep the treacherous and destroy 
Unearth hidden ruins and the dangerous. 

haunted caves. 

«« Indulge in a Land of Sensory *@ Quick and Easy Combat and 
Delights - Over 20 megabytes of Spell Casting. 


compressed art and special 
effects. Actually hear the clash of 
steel! Feel the blows of terrors 
who slip beneath your guard! 


AN INSPIRED FANTASY 
RPG EXPERIENCE FROM 
THE DEVELOPMENT 
TEAM THAT CREATED 
EYE OF THE BEHOLDER" IA 


A LINE IN THE SAND 


This is SSI’s entry 
into the Gulf War 
gaming sweep- 
stakes, a genre that 
pretty much poop- 
ed out before the 
first simulations 
came to the market: 
It was a “splendid 
little war” (as 
Horace Greeley 
once said about the 
Spanish-American conflict), 
but it makes for a lousy simu- 
lation. 

At first glance, it seems a 
homely little offering: ab- 
stracted terrain maps and no 
battle graphics except for a ge- 
neric dogfight animation se- 
quence that’s almost insult- 
ingly crude (about on par with 
the sort of thing found in the 
first-generation of 8-bit 
Nintendo games). Butonce you 
realize that this is not a game 


intended to compete with SSI’s 
own sophisticated Conflict: 
Middle East, and certainly not 
with Three-Sixty’s Patriot (re- 
viewed in “The Desktop Gen- 
eral” elsewhere in the issue) — 
that it is, in fact, aimed at the 
beginner or intermediate level 
war-gamer — its virtues be- 
come more apparent. 

For one thing, the game’s 
spartan appearance belies the 
sophistication of its data base; 
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A Line in The Sand doesn’t look 
realistic, butit does tend to play 
with considerable plausibility. 
It’s easy to learn, plays a good, 
clean game in a single 
evening’s free time, and the 
variety of scenarios gives it 
respectable replay value. In 
sum, a good beer-and-pretzels 
game for anyone who has a 
couple of hours to spend and 
just wants to have a good time. 
Especially interesting are 
the Diplomatic games, which 
match Middle 
Eastern volatil- 
ity (the “jihad 
factor”) against 
the relatively 
saner require- 
ments of West- 
ern and Israeli 
realpolitik. These 
exercises give 
resonance and 
depth to the 
battle scenarios 
and _ actually 
convey some sense of the real- 
life snakepit conditions of 
Middle Eastern diplomacy. 
Gamers who insist on or- 
der-of-battle realism and fine- 
grained detail will probably 
not be attracted to A Line in the 
Sand, but novice war-gamers 
and players looking fora quick, 
easy, and satisfying fix of mili- 
tary strategy will get their 
money’s worth. 
— William R. Trotter 


Last year’s troll-doll revival 
was probably inevitable. After 
all, there’s not much about troll 
dolls that can go out of style. 
Like their spinning counterpart 
the yo-yo, these little dolls pro- 
vide simple diversion without 
breakable parts or batteries to 
purchase. Trolls amuse us 
solely by being charming. 
And that’s exactly what 
Trolls does — amuse. Granted, 
I was skeptical of a game in- 
fused with so much cuteness, 
but it turns out that Capstone 


built an engaging and friendly 
game world for these wild- 
haired good-luck charms. 

Trolls is easy to get into 
and can be addictively hard to 
put down. You con-troll a troll 
as it runs and jumps, searching 
for baby trolls and power-ups 
while either avoiding or bounc- 
ing on (and destroying) the vari- 
ous creatures and animated ob- 
jects standing between youand 
success. 

There’s no plot to this 
arcadish romp, 
but it hardly 
seems to mat- 
ter. Your only 
goal is to find 
the specified 
numberofbaby [es 
trolls in each of J 
thesevenlevels. 
Each level con- 
tains at least 
three areas, so 


aici) 


« - 


you're looking at well over 20 
missions that must be com- 
pleted before you achieve Ulti- 
mate Trolldom. 

Thebackdrop for eachlevel 
(Toyland, Sodaland, Fair- 
ground Land, etc.) is crammed 

- with all sorts of 
suitable props: in 
Media-land, for 
instance, you'll 
dash past audio 
cassettesand scoot 
across videotapes. 
The screens are 
packed with rich 
pastels and colors 
fromall around the 
rainbow, making 
Trolls a real treat for the eye. 

It’s simple and a little juve- 
nile, but Trolls is great to look at 
and fun to play. It’s also pleas- 
ant medicine for anyone bored 
with the hyperactive violence 
of many arcade games. Trolls 
are once and forever a classic 
American toy, and it seems fit- 
ting that the only weapon 
Capstone’s trolls use is...you 
guessed it...a yo-yo. 

— Phill Powell 


The Best-Selling Sensation from Europe! 
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After One of the Most 
Tony La Russa Decided 


Announcing 


How do you improve on the 
“1992 Sports Game of the 
Year”? The same way that 
Tony La Russa improves on 

a pennant-winning team. 

You study your players, from 
their clutch hitting to their 
personalities in the clubhouse. 
And you check out the compe- 


We did all that. And dis- 
covered since La Russa I, 
a lot has happened in 


We've used that 
knowledge to 
create a game 
that will 


tition, up and down the league. 


the world of baseball. 


It’s a whole new ballgame! 


continue to master the category. 
Because we don’t know how to 
do it any other way. 

We called upon the same 
team to create La Russa II. 
Three-time American League 
Manager of the Year, 

Tony La Russa and a game 
designer with over 20 years of 
baseball experience. Together 
they redesigned this game 
from the ground up. The result 
is the most complete baseball 
experience ever, with the best 
action, the best graphics and 
the best stats. 

If you choose to enter the 
dugout and be the manager, 
you're totally responsible for 
your actions. Which roster is 
going to work? Is that rotation 
due for an overhaul? Is it time 
to bring your 


secret weapon 
out of the 
dugout yet? 


wr} 


All Screens shown are IBM 256-color VGA. 


After One of the Most Successful Seasons Ever, 
Tony La Russa Decided to Start All Over Agait ; 


Announcing 


How do you improve on the 
“1992 Sports Game of the 
Year”? The same way that 
Tony La Russa improves on 

a pennant-winning team. 

You study your players, from 
their clutch hitting to their 
personalities in the clubhouse. 
And you check out the compe- 


We did all that. And dis- 
covered since La Russa I, 
a lot has happened in 


We've used that 
knowledge to 
create a game 
that will 


tition, up and down the league. 


the world of baseball. 


It’s a whole new ballgame! 


continue to master the category. 
Because we don’t know how to 
do it any other way. 

We called upon the same 
team to create La Russa II. 
Three-time American League 
Manager of the Year, 

Tony La Russa and a game 
designer with over 20 years of 
baseball experience. Together 
they redesigned this game 
from the ground up. The result 
is the most complete baseball 
experience ever, with the best 
action, the best graphics and 
the best stats. 

If you choose to enter the 
dugout and be the manager, 
you’re totally responsible for 
your actions. Which roster is 
going to work? Is that rotation 
due for an overhaul? Is it time 
to bring your 
secret weapon 


out of the 
dugout yet? 


All Screens shown are IBM 256-color VGA. 


WHEN IT COMES TO announcer, Ron Barr. LA RUSSA 

THE GRAPHICS, True-to-life digitized sound EXPANSION DISKS: 
WE’RE PLAYING effects include everything THINK OF THEM AS 
HARDBALL AGAINST from the calls of umpiresto THE WORLD SERIES 
THE COMPETITION. the crack of the bat. THAT NEVER ENDS. 
We’re talking the largest puts 
action playing field visual- eruce tone the 1992 season in your 
ized with 256-color VGA BETTER PLAYER. hands. Over 950 wea 


graphics. You'll have no 
excuse for not crushing a 
homer every time since 
your batting perspective is 
straight from the catcher’s 
eye. You'll play on the most 
detailed field of its kind, 
from the dirt in the base 
path to the mow lines on 
the grass. And you'll see 
instant replays on the 
largest, most detailed 
replay screen ever. 


MAKE YOUR BEST 
PLAYS EVER. 


In La Russa II, players pivot 
at second while turning a 
double play, slide head and 
feet first, jump, dive, even 
toss underhand to the first 
baseman — all with one- 
touch button action. 
Each play is covered 
by Emmy award-winning, 
nationally-syndicated 


Only La Russa II gives you 
the most accurate baseball 
statistics in every one of 
them. You’ll man your 
team, with or without 
Tony’s advice, from over 
2,000 legendary players 
and 54 classic teams — or 
anyone on the current 
roster. To help in your 
draft, you can display and 
print out leaders in 134 
stat categories. And stats 
are tracked throughout 
the season for every player 
in every game. 

Each and every pitcher 
is rated for four pitches 
including fastballs, curves, 

em. change-ups and more. 


Emmy Award- 
winning announcer 


att 


Take yourself out to the real thing ~ from flagpole to flagpole, foul line to foul line. 


Ron Barr calls the action! 


superstars includ- 
ing Barry Bonds, x 
Dennis Eckersley, Nolan 
Ryan, Rickey Henderson, 
Tom Glavine, Cal Ripken, Jr., 
—they’re all here — with big, 
full color portraits. 

gives 
you all current 28 major 
league stadiums, from the 
winds of San Francisco to 
the ivy of Chicago — even 
the new parks open for the 
’93 season — Colorado and 
Florida. The detail is incred- 
ible, right down to the 
Green Monster at Fenway. 
But these aren’t just pretty 
pictures: prevailing winds, 
altitude, temperature and 
humidity all affect the flight 
of the ball — see how Babe 
Ruth hits the ball at mile- 
high Denver! 


is the most powerful, 
full-featured fantasy draft 
league disk ever. Now you 
can pool all available players 
and conduct a real-life draft 
session — with 2-32 teams, 
and any combination of 
divisions and leagues. 


THE SEASON 
BEGINS NOW. 


Fact is, Tony La Russa won't 
put his name on anything 
less than the best. If you’re 
looking for true baseball 
action, the name of the game 
is Tony LA RUSSA BASEBALL II. 


a 
Available for IBM 
TO ORDER BY VISA/MC: 
call 1-800-245-4525 (in USA & Canada). 


Tony La Russa’s name and likeness are used 
under license 


from Sports 

Advisors Group. 

©1993 Strategic 

Simulations, Inc. a | L 
All rights 


reserved. aaa a 
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Successful Seasons Ever, 
to Start All Over Again. 


We’re talking the largest 
action playing field visual- 
ized with 256-color VGA 
graphics. You'll have no 
excuse for not crushing a 
homer every time since 
your batting perspective is 
straight from the catcher’s 
eye. You'll play on the most 
detailed field of its kind, 
from the dirt in the base 
path to the mow lines on 
the grass. And you'll see 
instant replays on the 
largest, most detailed 
replay screen ever. 


In La Russa II, players pivot 
at second while turning a 
double play, slide head and 
feet first, jump, dive, even 
toss underhand to the first 
baseman — all with one- 
touch button action. 
Each play is covered 
by Emmy award-winning, 
nationally-syndicated 


announcer, Ron Barr. 


True-to-life digitized sound 


effects include everything 


from the calls of umpires to 


the crack of the bat. 


Only La Russa II gives you 
the most accurate baseball 
statistics in every one of 
them. You’ll man your 
team, with or without 
Tony’s advice, from over 
2,000 legendary players 
and 54 classic teams — or 
anyone on the current 
roster. To help in your 
draft, you can display and 
print out leaders in 134 
stat categories. And stats 
are tracked throughout 
the season for every player 
in every game. 

Each and every pitcher 
is rated for four pitches 
including fastballs, curves, 


change-ups and more. 


Emmy Award- 
winning announcer 


Ron Barr calls the action! 


i MLBPA PLAYERS puts 
the 1992 season in your 


hands. Over 950 5 
superstars includ- 
ing Barry Bonds, 


Dennis Eckersley, Nolan 
Ryan, Rickey Henderson, 
Tom Glavine, Cal Ripken, Jr., 
—they’re all here — with big, 
full color portraits. 


@ AL/NL STADIUMS gives 
you all current 28 major 
league stadiums, from the 
winds of San Francisco to 
the ivy of Chicago — even 
the new parks open for the 
’93 season — Colorado and 
Florida. The detail is incred- 
ible, right down to the 
Green Monster at Fenway. 
But these aren’t just pretty 
pictures: prevailing winds, 
altitude, temperature and 
humidity all affect the flight 
of the ball — see how Babe 
Ruth hits the ball at mile- 
high Denver! 


DRAFT is the most powerful, 
full-featured fantasy draft 
league disk ever. Now you 
can pool all available players 
and conduct a real-life draft 
session — with 2-32 teams, 
and any combination of 
divisions and leagues. 


Fact is, Tony La Russa won't 
put his name on anything 
less than the best. If you’re 
looking for true baseball 
action, the name of the game 
is Tony La Russa BASEBALL II. 


~ 


Available for IBM 


TO ORDER BY VISA/MC: 
call 1-800-245-4525 (in USA & Canada). 


Tony La Russa’s name and likeness are used 


under license 
from Sports 


= Advisors Group. D 
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LASER SQUAD 


The first thing that will strike 
you about Laser Squad is the 
name of the company publish- 
ing it; until recently Micro- 
league Interactive Software 
was MicroLeague Sports, 


known exclusively for its vari- 
ous sport simulations. 

The second thing you'll 
noticeis how closely Laser Squad, 
designed by U.K.-based 
Krisalis Software, resembles 
Breach 2. Like that venerable 


program, Laser Squad is a simu- 
lation of squad-level combat 
embedded in a science fiction 
environment. Movement and 
combat are governed by a sys- 
tem of Action Points — every- 
thing the characters do requires 
an expenditure of those, from 
priming a grenade 
to charging across 
a corridor. Conse- }f 
quently, tactics are 
governed as much f 
by action-point al- Fie 
lotments as by ter- 
rain and weap- 
onry. Any charac- 


ter who hasatleast fj 
half of his or her mae 
action points at the Mada 
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end of a turn may deliver “op- 
portunity fire” if a target pre- 
sents itself during the op- 
ponent’s turn. That means 
you'll need to carefully coordi- 
nate your team’s movement, so 

es that any squad 
member who’s 
advancing is al- 
so covered by 
someone who 
can shoot. 

The inter- 
faceishandsome 
andefficient,and 
the graphics are 
first-rate for this 

2 ai sort of game. My 
ah real gripe is the limited 
number of missions — five — 
and the lack ofa scenario editor 
to customize them. (Perhaps 
Krisalis could have included a 
few extra missions by cutting 
down on the extravagant nar- 
rative screens introducing each 
mission.) But those five skir- 
mishes have seven levels of dif- 
ficulty, and the computerized 
enemy is deadly even at the 
easier settings (youcanalsoplay 
against a human opponent). 
There’sa lot of challengeineach 
set-up,and room to experiment 
with tactics, weapon mixes, and 
different categories of armor. If 
you like the idea of a combat 
witha sci-fi flair, you'll get your 
money’s worth with Laser 
Squad. 


— William R. Trotter 


OXYD 


This puzzle game from 
Dongleware takes place in the 
world of Oxyd, a strange land- 
scape within 
your com- 
puter. The ob- 
ject of the 
game is to re- 
lease all the 
oxygen-emit- 
ting Oxyds by 
maneuvering 
a small steel 
ball through 
the game's ter- 
ritories in order to open up 
boxes; when twoboxes contain- 
ing same-colored Oxyds are 
opened, the Oxyds inside are 
freed. 

Though that description 
might lead you to believe that 
Oxyd is just a glorified 
adaptaion of Concentration, the 
arcade element gives the game 
another dimension. The real 
trick isn’t opening the boxes — 
it’s getting your little ball past 
the laser beams, exploding 
bricks, bottomless pits, and 
crumbling floors that make up 
the territories. 

It’s a combination of strat- 
egy and action that turns out to 
be highly addictive. Pay 
Each of the game’s 100 
territories requires a 
different, increasingly | 
complicated solution. 
Your only tool may be 
a steel ball, but it can & 
pick up other objects § 
and use them ina sur- 
prising number of 
ways, and a territory 
will often have mini-puzzles 
that have to be solved before a 
single Oxyd can be released. 

This isn’t a game for the 
easily frustrated — some terri- 
tories make the “taxing” levels 
of Lemmings look like a walk in 
the park. Finding asolutionmay 


take a few minutes, butcarrying 
out that solution sometimes 
takes an eternity of rolling that 


accursed little marble around. 

But Oxyd’s only real flaw 
isn’t that it’s excessively diffi- 
cult; rather, the game is just too 
sparse and focused. The graph- 
ics and challenge are excellent, 
but the game has a steel-and- 
chrome edge that lacks person- 
ality. Still, puzzle lovers will 
get a kick out of Oxyd. 

Like Apogee Software’s 
Wolfenstein 3D, Oxyd is being 
published as shareware: the 
program is available on 
CompuServe, Internet, GEnie, 
and other boards, and the first 
ten levels are free. Further lev- 
els, however, are blocked by 
indestructible barriers which 


can only be removed by enter- 
ing the proper code. The huge 
tome of codes, which also in- 
cludesanumber of playing tips, 
can be ordered through your 
local bookstore, or directly from 
Dongleware. 

— Jeff Lundrigan 
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READERS’ CHOICE AWARDS 


Tell us what ad you think is the 
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and the 


MAIL TODAY TO: 


Game Players Best 


Send in your ballot 
TODAY- and you'll 
be eligible to win 
your choice of a 
Game Players 
t-shirt or Game 
Players PC 
Encyclopedia! 


CoC eee ecoceeeceeoeeecereereooeoeeeeee® 
Name 

Address 

City 

My favorite ad is on page 


The title is 

[_] Game Players Encyclopedia of 
If | win, I'd like to receive: PC Games 

[_] Game Players T-Shirt 


PUTT PUTT JOINS THE PARADE 


It’s not often that a software 
company’s debut title hits on 
all cylinders. But Putt Putt Joins 
the Parade from Humongous 
Entertainment clearly does. 
From the start, it charms the 
socks off of kids 
— adults, too — 
with outstand- 
ing graphics, 
animation, and FE 
sound. In addi- 
tion to the first- 
rate cosmetics, 
Putt Putt is an 
excellent child- 
ren’s adventure, 
with lots to do 
and see. There’s plenty of game 
here for the three-to-seven-year- 
old crowd. 

The lead character, Putt 
Putt, isan animated talking car, 
who wants to join in the up- 
coming Cartown parade. In or- 
der to qualify, he must find a 
pet, get a balloon, clean up by 
going through thecar wash, and 


so on. This means the child 
needs toexploresomeless-trav- 
eled roads to find a lost puppy, 
earn coins for the car wash by 
mowing lawns and delivering 
groceries, and perform a vari- 
ety of other tasks. The game has 
a nice variety of locations, and 
since there’s no time limit, the 
child can wander and enjoy 
many dozens of cleverly engag- 
ing diversions. 

Putt Putt is packed with 
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speech (all digitized human 
voices, many of them from 
young children), cute sounds, 
and comical musical effects. The 
smoothly animated cartoonlike 
epee areso sees es you'll 


think you're interacting with a 
quality Saturday morning 
kids’ show. 

I’ve observed half a dozen 

kids in the five-to-seven-year 
age range playing this game, 
and each one wanted to return 
to Cartown, even after the 
grand finale. 
Putt Putt and friends are 
the creations of 
writer, mother, 
veteran software 
producer, and 
Humongous pres- 
ident, Shelley Day, 
along with Hu- 
mongous co- 
founder Ron Gil- 
bert, who designed 
the award-win- 
=f ning SCUMM in- 
terface used in Monkey Island 
and other LucasArts titles. A 
CD-ROM version of Putt Putt is 
also available. 

The game wants ten meg 
of hard-drive space, but every 
byte is worth it — if Putt Putt 
doesn’t grab your child, noth- 
ing will. 

— Lance Elko 


THE LOST TRIBE 


Living near a volcano can be 
very comfortable — until it 
blowsits top. With the leader of 
your prehistoric tribe and the 
best hunters buried in the sub- 
sequent lava flow, everyone 
turns to you to lead them away 
from Belchfire Mountain. But 
merely getting your tribe away 
from the volcano isn’t enough. 
You've got to lead them to a 
new homeland, and the only 
one that will do is the one your 
ancient ancestors left many 
moons ago. 

That’s the premise of The 
Lost Tribe from Lawrence Pro- 
ductions,a game which focuses 
on leadership skills and re- 
sourcemanagement. The player 
begins each game by choosing 
one of several maps, each one 
representing a unique voyage 
with different proven and 


course, the terrain — forest, 
mountain, hills, wooded hills, 
plains, rivers, lakes, and volca- 
noes — affects what types of 
game will be most prevalent, 
and you'll need to take that into 
account when telling your hunt- 
ers the prey they should look 
for. If you make the wrong 


SURGES ee Ris AG tal 
SATA Ke Be to wre 

choices too often, you may find 
yourself alone with no tribe fol- 
lowing behind. Sure, it’s mu- 
tiny, but can you blame them? 

Nobody trusts a bad leader. 
Being successful is tough, 
and there are plenty of oppor- 
tunities tomake mistakes. Some 


Somedays Bloog predicts, the beautiful trees on 
these hills will be cut down and made into billions 
of pointy ae used to clean teeth, 


Sestnsdene Start yourjourney 
by picking a scenario (they 
rangein difficulty from “tough” 
o “Herculean”). The rest of 
your task is a piece of cake —a 
very hard-to-chew piece of cake, 
hat is. 

Each game turn signifies a 
day in the life of the tribe. You 
must decide where they will 
go, what they will hunt, what 
hey will do, and how much 
hey will eat each day. Of 


TEES of the tribe think they 


would make better leaders, and 
will provide plenty of challenge. 
How you handle your prob- 
lems, the decisions you make, 
and how much you learn from 
your errorsare the indirectedu- 
cational content of this look at 
prehistoric life. And just as in 
life, it’s how you do on the trip 
that counts, not your score at 
the end of the game. 

— Leslie Eiser 


Billions of people are coWniing on you to.d 
* enemygwarships and.mi palelds, and 

way through evil. enemy territongtovaise 
solar system. | , é 


FOR THE AMIGA AND IBM PC 


ee a 


GameByres 


CONTRAPTION ZACK 


This puzzler 
from The Soft- 
ware Toolworks 
tosses you into 
themassive Gad- 
getco manufac- 
turing plantasan 
Electro Mechani- 
calTechnicianon 
his first day at 
work. Yourjobis 
to get the plant’s 
six Primary Ma- 
chines operating, but your fel- 
low millwrights have scattered 
your tools everywhere (the 
“Let's razz the new guy” syn- 
drome), and the plant itself is a 
huge place full of gates, barri- 
ers, and buttons. Getting to 
know your way around won’t 
be easy. 

The main problem pre- 
sented in each stage — that of 
getting the Primary Machine up 
and running — involves sev- 
eral smaller puzzles. A typical 
example might find you in a 
room with two wall switches, 
three closed doors, and a large 
screw. You can see the screw- 
driver you'll need to turn the 
screw, but it’s locked behind a 
wire mesh gate. Flipping one of 
the wall switches might open 
one of the doors, which reveals 
a path to another screen. There, 
you might find a floor switch. 
Step onit, and something whirs 
offscreen. When you return to 
your starting point, the second 
door has opened. You'll run a 
maze of interconnected doors 
and switches before finally dis- 
covering the lever that opens 
the gate and lets you at the 
screwdriver. And when you 
turn that big screw, the third 
door opens and you step into a 
new series of doorsand puzzles. 

You view all this action 
from an oblique perspective, 
and the big, colorful graphics 
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are a nice complement to the 
game’s playful premise. The 
sound effects are appropriately 
mechanical, and can be a big 
help in determining whether or 
not your action has produced a 
reaction somewhere offscreen. 
You'll probably want to turn 
off the game’s music, though. 
It's a bit too enthusiastic, and 
can get on your nerves pretty 
quickly. 

To the designers’ credit, 
Zack never becomes overly 
frustrating — even when you 
begin to tackle puzzles that 
stretchup,down,andallaround 
for tens of screens. The smaller 
problems, like getting your 
hands on that screwdriver, are 
spaced nicely throughout each 
level, and solving them is 
enough intermittent reward to 
keep you going. 

One word of warning: the 
requirements on the box specify 
you'll need a 286 or better. But 
when we ran the game on a 
386SX/16, it was so slow as to 
be nearly unplayable. Even on 
a386DX/25,itseemed asif Zack 
has lead in his boots. If you 
really want to get the most out 
of this highly enjoyable brain- 
teaser, we recommend at least a 
full-bore 386. 

— Matthew A. Firme 


MARIO IS MISSING 


In yet another attempt to save 
the world, Mario has blundered 
into trouble — and only Luigi 
can save him from the clutches 
of Bowser and his team of 
twisted turtles. In a castle filled 
with fire-flowers, Koopas, and 
Pokeys, there’s little room for 
making mistakes, and no time 
to spare. 

It may sound like pretty 
standard Nintendo fare, but 
Mario is Missing from The Soft- 
ware Toolworksis no dexterity 
workout— it’s educational soft- 
ware, and surprisingly good 
education at that. Using his 25- 
node Passcode Operated Re- 
mote Transport and 
Larceny System (Por- 
tal for short), Bowser 
hasstolen famousar- 
tifacts from cities 
around the globe. To 
make matters worse, 
Mario has been cap- 
tured while attempt- 
ing to stop the crime 
spree. To rescue 
Mario, Luigimustvisiteach city, 
restore all the landmarks or ar- 
tifacts to their proper locations, 
and then lock the Portal by de- 
stroying the Pokey that guards 
the gate. Each locked Portal gets 
Luigi one step closer to the top 
of Bowser’s burrow — and the 
imprisoned Mario. 

Luigi uses a distinctive 
street map to travel throughout 
each city. The maps show the 
location of each landmark that 
must be visited, as well as riv- 
ers, islands, and bridges. The 
graphic representation of each 
town is excellent: Distinctive 
buildings line the sidewalks, 
from the townhouses of San 
Francisco to the glorious 
mosques and temples of Jerusa- 
lem — even the skyline of each 
city has been accurately repro- 
duced. 


> Where am 1? 
Where’s the nearest koopa? 


Pamphlets which can be 
picked up at information 
booths describe the missing 
objects that are being carried 
around the cities by roaming 
Koopas. Youngsters explore the 
cities, looking for Koopas, in- 
formation booths, passersby, 
and bonus tokens. At the easi- 
est game levels, passing citizens 
provide specificinformation; at 
higher levels citizens respond 
with hints and riddles, making 
it much tougher to locate the 
city on the interactive map of 
the world. 

To ensure that youngsters 
read the pamphlets, the curator 


of each museum where the 
items are returned asks ques- 
tions about the object being re- 
turned. And to actually lock the 
Portal, the player must name 
the city, as well as the country 
and continent whereit's located. 
Users expecting arcade 
action and magic mushrooms 
may be disappointed with the 
game, while education buffs 
may be surprised to find such 
solidly developed content in- 
side. If your kids are inter- 
ested in learning about major 
cities, reading about famous 
landmarks, accumulating pic- 
tures of famous locations, 
practicing some very practical 
map skills, and studying a bit 
of geography, they'll love 

Mario is Missing. 
— Leslie Eiser 
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Task Force 1942! 


Lead The World’s Most Colossal Battleships 
Through The Greatest Battles Of World War Il. 


The Pacific Solomons 1942. Over 250 destroyers, 
battleships, cruisers, carriers, and transports are 
poised for grueling head-to-head confrontations and 
awaiting your command. 


This is the setting for Task Force 1942...the ultimate 
simulation of surface naval action in the South Pacific! 


Experience the intense pressures that the admirals 
and subordinate commanders faced during the actual 
Solomons Campaign of 1942. 


No detail has been spared! You'll experience the 
intensity of realistic torpedo wakes, riveting night 
combat, and harsh weather conditions! All brought to 
life by the most advanced 3-D graphics in any naval 
action simulation! 


“If you are looking for a gritty, challenging simulation of 
ship-to-ship ocean surface combat in World War Il, 
Task Force 1942 has the goods.” 


“Launching torpedos is a blast, and so is this game.” 


VideoGames & Computer Sa = 
Entertainment Night battles are quite 
spectacular with all the flares, 


salvos, and ships on fire... 


a fireworks show!” 


Strategy Plus 


Command U.S. or Japanese forces! Find out if the 
64,000-ton Yamato Class Battleship is a match for 
the mighty lowa Class Battleship! 

Take control of Gun Director View or Torpedo Mount 
View for more effective ship-to-ship combat! Or 
anticipate your enemy's next move from the bridge! 
Command hundreds of destroyers, cruisers, and 
battleships. ..all faithfully reproduced! 

Lead your task force to victory in single engagements 
or comprehensive campaigns...or end up at the 
bottom of Iron Bottom Sound like Admirals Callaghan 
and Scott! 

Absolute historical accuracy thanks to technical 
guidance from Vice Admiral William Mack, a veteran 
Gunnery Officer aboard the John D. Ford in the actual 
Solomons Campaign! 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


For a FREE INTERACTIVE DEMO DISK of the incredible TASK FORCE, 
send this coupon to: MicroProse Software, 180 Lakefront Drive, 
Hunt Valley, MD 21030-2245. Please include $3.99 for postage and handling. 


To get our free catalog, call 1-800-879-PLAY today! (Mon. - Fri. 8:30 am - 5:00 pm EST) 
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TRUMP CASTLE 3 


Capstone has taken a different 
approach with thislatestinstall- 
mentinits popular Trump Castle 
series. In Trump Castle 2, digi- 
tized images of the world-fa- 
mous resort were the focal point 


of the presentation. With Trump 
Castle 3, the designers have re- 
placed the digitized pictures 
with colorful, cartoonlike 
SVGA graphics (the game can 
alsobe played in high-res VGA), 
and the emphasis is on the 
games, not the locale. 

Trump Castle 3 features 
seven casino favorites: baccarat 
blackjack, craps, poker (5- and 
7-card stud, 5-card draw, Texas 
Hold ‘Em, and video poker), 
roulette, keno, and slots (3- and 
5-wheel). An online help func- 
tion lists the basicrules for each 
game, but don’t look for hints 
or tips: Trump Castle 3 has no 
tutor to help you with strategy 
orbetting techniques. Of course, 
there’snotmuchstrategicdepth 
in games like keno, slots, and 
video poker, but craps, roulette, 
poker, and blackjack have nu- 
ances that can befuddle even 
intermediate gamblers, and a 
nudge in the right direction 
when playing those games 
would be appreciated. 

But if you already know 
how to play the games, Trump 
Castle 3 will surely satisfy your 
craving for casino action. The 
mouse-driven interface is laid 
out logically, so there’s no need 
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to consult the manual before 
you begin building your simu- 
lated fortune. On our 386/DX 
running at 25 Mhz, the action 
wasn’t blindingly fast, but 
plenty quick enough to keep us 
at the table. 

Capstone hasadd- 
ed several enhance- 
ments aimed to make 
Trump Castle 3 a much 
more personal game. 
There’s a “face-build- 
"| ing” screen which lets 
you select skin and hair 
color, hair style, facial 
hair, headwear, and 
2 more for human play- 
ers and computer-controlled 
opponents. At various points 
during play, a waitress sidles 
up to the table and in an allur- 
ing voice asks if you'd like a 
cocktail (though her tone be- 
comes rather desultory when 
she tries to interest you in a 
game of Keno). It would be nice 
if you could customize the com- 
puter SEPT aye of play 


for games like poker and black- 
jack, butas itis they play a fairly 
solid, if somewhat conserva- 
tive, game. 

Theonly real flawin Trump 
Castle 3 is in sound-board selec- 
tion. If you choose the wrong 
sound board during installation, 
or replace your old board, you 
need to re-install the entire pro- 
gram. Other than that, experi- 
enced gamblers should delight 
in Trump Castle 3. 

— Stephen Poole 


DAUGHTER OF SERPENTS 


Daughter of Serpents, published 
by Electronic Artsand designed 
by Milennium, is one of those 
games that’s both very exciting 
and a little disappointing at the 
same time. Under the streets of 
Cairo lies a cult dedicated to the 
resurrection of the most destruc- 
tive gods whoeverexisted. With 


only your wits and the help ofa 
few companions, you have to 
find and stop them before all 
hell breaks loose — literally. 
The graphics have an interest- 
ing, atmospheric style, with 
somber desert tones that give 
way to glossy, supernatural 
colors as evil things begin to 
manifest themselves. 

The most exciting part of 
the game is its design: You be- 
gin by creating a character and 
giving him or her a unique set 
of skills and knowledge, which 
inturn determines 
how you'll ap- 
proach the game. 
Whether you de- 
cide to play as a 
police detective, 
occult investiga- 
tor, or whatever, 
there’s a different 
chain of events 
leading to the dis- 
covery and de- 
struction of the murderous cult. 

This open-ended approach 
isa breath of fresh air for graphic 
adventures, which tend to lock 
youintoa single way of finding 
solutions. Unfortunately, this 


great design has been built 
around one of the shortest ad- 
ventures I’ve seen: You'll most 
likely emerge victorious in less 
than an hour on your very first 
attempt 

This is probably inten- 
tional, so players could have a 
chance to try all the different 

Bey kinds of characters. 
Butregardless of the 
character you use, 
it’s always the same 
mystery. The story- 
lines vary some- 
what for each char- 
acter, but you wind 
up sitting through 
4 certain events each 
time. Further, the 
game’s non-player characters 
have a habit of offering solu- 
tions if you can’t come up with 
one — it’s almost impossible 
not to beat the game, evenif you 
deliberately try some outra- 
geous things. 

Had the mystery been 
deeper, Daughter of Serpents 
would come highly recom- 
mended. Still, the designers at 
Milennium have already won 
half the battle in creating a great 
graphic adventure by coming 
up with an excellent engine 


which allows you to fine-tune a 
game to your own tastes. If it 
were coupled with more chal- 
lenging game play, the results 
could be very impressive. 

— Jeff Lundrigan 


ALL FLIGHT SIMS 
ARE NOT CREATED EQUAL. 


Some Are More Real Than Others 


THE ALLIES’ MOST DEADLY STRIKE FIGHTER 


Spectrum 
HoloByte 


Digital Integration 


INCLUDES 2-PLAYER MODEM VERSION 


You've played the latest flight sim games, now brace yourself 
for the real thing. When it comes to first-class authenticity, 
down-and-dirty realism, and a target-rich environment, nobody 
comes close to Tornado. 

Pilot the Gulf War’s most gutsy strike aircraft at breakneck 
speeds over three explosive combat areas loaded with real- 
world details delivered at a high frame rate — buildings, 
structures, roads, power lines, trees and much, much more. 
From tanks to TV towers to rivers and railways, Tornado’s 
unsurpassed 3-D world is so authentic, you can see the mesh 
of fence surrounding a communication tower. 

At sea level, there is no faster fighter jet than a Tornado. 
Hugging the earth at a heart-stopping 
speed, the Tornado is an extremely 
difficult target. Meanwhile, it can 
deliver nearly 10 tons of the latest 


Tornado, from the 
company that brought 
you the award-winning 
Falcon’ 3.0. 


Incredibly 
s| detailed 
ig Mission 
my planning. 


Fly missions 
with up 

to five other 
Tornados. 


“smart” and submunition weaponry 
with pinpoint accuracy in any weather, day or night. 

And it’s not just you against the enemy. Up to five other 
Tornados help you corner your adversary in high-speed 
synchronized attacks that determine the outcome of your 
missions and the success or failure of the campaign. 

Tornado even delivers the most sophisticated mission 
planning ever seen on a home computer. A satellite overview 
of the airfield and the surrounding areas lets you set and 
analyze your flight plan and profile. And the most intricate 
fighter mission planning system ever devised lets you set 
the autopilot parameters and check 
r) your waypoint flight times and fuel 

consumption. 

Tornado. 

Realism that'll blow you away. 


Digital Integration 
Distributed by Spectrum HoloByte 


Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: 
1-800-695-GAME (Orders Only) 
For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) 


Digital Integration is a trademark of Digital Integration Ltd. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 
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here’s a duality at work in * 
baseball that you won’t find in any : 
other sport. On one hand, baseball is 
a sport of cold, hard statistics. Almost every 
possible action or situation is quantified by someone, 
somewhere, to the point that you can probably find 
the stats for a left-handed batter facing a right- 
handed pitcher in a night game when the humidity 
is above 60 percent. Rotisserie baseball leagues 
live and die by stats, hardcore fans can recite them 
at length, and to a great extent the numbers can 
be used to predict, fairly accurately, the outcome 
of situations and games. 4 
But baseball didn’t become America’s 


oie magic of Emly seeing that ninth-inning acne ty, ora oe gal at 
cemer- field fence. 
thankfully for PC “pian wip AU baseball, the current Lnedpiot of baseball sims Has 


ou, , the new Fncration of stats- en text- hosed games will do the trick. But if you’re 
gsort of fan who loves the action rather than poring over the box score, then two 
eue-leaders— Hardball Mfand Tony LaRussa Ultimate Baseball I1—should 
Be just what you're looking for. 
STRAT. 0 MATIC of-the-art graphics so long as 
Se ae the game provides statistically 
COMPUTER BASEBALL accurate results. And that’s 
something Strat-O-Matic 
This product caters toone kind | Computer Baseball (SOM), from 


of fan: the baseball buff who | Strat-O-Matic most certainly 
couldn’t care less about state- | does, thanks to its database 


built on in-depth analyses of 
player performance in num- 
erous statistical and subjective 
categories. The latest version 
(4.0) is the first to feature 
graphics, but the on-field action 
is still handled by text 
descriptions alone. 

The idea of a text-based 
baseball game may seem as 
quaint as a monochrome 
monitor. But for several 
reasons, SOM and other 
simulations like it stack up 
surprisingly well against 
heavy-hitters suchas Hardball III 
and Tony LaRussa Baseball II. 
First and foremost, they play 
much faster — a major ad- 
vantage when you're in- 
volved ina 162-game season 
replay for one or more 
teams. In SOM, for instance, 
you can rip through a three- 
game series in under an 
hour. Secondly, what these 
gameslackin visualspectacle 
is more than compensated 
for by the greater degree of 


de-tailand nuance provided Strat-O-Matic Baseball 


by their play-by-play com— 
mentaries. Sometimes that old 
saw about a picture being 
worth a thousand words just 
doesn’t hold true. 

Gamers who own every 
edition of The Baseball En- 
cyclopedia and can recite 
Sabermetric formulas by heart 
will appreciate the precision 
with which SOM attempts to 
simulate each player's skills. 
The program takes into 
account such variables as 
performance against left- and 
right-handed batters/ pitchers, 
hitting ability in the clutch, 
stadium effects, and even the 
weather (the ball carries farther 
on hot, humid days). And this 
new version goes a step further 
in its quest for realism, adding 
ground-ball double plays and 
closer ratings for pitchers. 

Besides more stats, the 
1993 edition introduces a 
variety of other enhancements. 
Most notably, the game now 
supplements the main text 
display with background 
graphics of the stadium where 
the game is being played. 
The 16-color palette leaves 
something to be desired 
(check out the purple walls at 

Pit sburgh’ 1) River 


Stadium), but the graphics are 
still an infinite improvement 
over the alternative, namely a 
plain black screen with text. 
There’s also an option to add 
limited animation in the form 
of digitized images of the 
pitcher hurling the ball and the 
hitter swinging the bat. 
Another new feature is 
the Draft-O-Matic utility. This 
nifty function allows you to 
draft teams with your friends, 
with the computer making 
selections for any club that 
lacks a human manager. It’s 
perfect for fantasy leagues 
where you want to maintain a 


full complement of teams 
but happen to be short 
a warm body or two. Draft- 
O-Matic can also be used to 
test the extent of your baseball 
knowledge: Simply draft 
a team, quick-play through 
an entire season, and 
see how your hand-picked 
squad performs against 
the computer’s teams. The 
possibilities are as intriguing 
as they are endless. 

SOM does have a few 
quirks, most of them artifacts 
from the table-top version of 
the game from which the 
program is adapted. One of the 
strangest is that players are 
susceptible to injuries only 
when at bat, and then only 
on line-drive outs. Users also 
have to contend with the 
board-game’s numerical rating 
scheme, which doesn’t always 
follow a consistent pattern: 
lower numbers are better for 
fielding ability, for example, 
while the opposite applies for 
base running. The manual 
explains the meaning of all the 
ratings that appear on the 
screen, but a more common- 
sense system would have 
been preferable. 

Otherwi 


, SOM offersjust _ 


about everything thata serious 
student of the sport could 
desire: statistical detail, 
comprehensive stat compiler, 
programmable computer 
manager, and _ built-in 
scheduler. Aboveall, itsatisfies 
what might be called the three 
F’s of text-based computer 
baseball games: it’s fast, faithful, 
and fun. 

— Jeff Seiken 


PURSUE THE 
PENNANT 


Inno other sport cana player's 
every action be quantified and 
summarized to the same ex- 
tent as in baseball. That’s why 
baseball can be so easily 
adapted to an all-text-and- 
numbers approach, and of the 
computer games that follow 
this format, Pursue the Pennant 
(PTP), from Pursue the Pen- 
nant, ranks among the very best. 
PTP isn’t pretty to look at: 
The game screen consists of 
nothing but names, numbers, 
stats, and ratings alongside a 
schematic representation of 
the playing field. But for fans 
who prize statistical accuracy 
above all else, such a sight is 
certain to be a satisfying one. 
The game models player 
performance from a multitude 
of angles: Whether it’s the 
pitcher’s ability to escape from 
a jam or the batter’s tendency 
to pull the ball, PTP’s database 
has stats and ratings to 
recreate every facet of the 
player's actual performance. 
Besides being realistic, 
PTP is also quite easy to play. 
Newcomers shouldn’t have 
any trouble learning the 
nomenclature — most of the 
non-statistical player ratings 
employ a simple, five-point 
scale that runs from poor to 
excellent. The sensible design 
of the displays is also a big 
help. The roster screen, for 
instance, not only lists players, 
their real-life stats, and the 
current lineup, but also 
includes the name of the 
opposing pitcher and his 
effectiveness against both left- 
and right-handed hitters. This 
sort of detail is a real boon, 
enabling you to make quick, 
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informed decisions without 
jumping around among 
screens. And over the course of 
several hundred games, little 
conveniences — or annoyances 
— such as this can affect your 
enjoyment to a substantial 
degree. 

Like most stats games, 
PTPis designed for theseason-_ 
replay crowd. But in addition 
to giving you accurate results 
over the long haul, PTP is also 
designed to satisfy those who 
relish the game-within-a-game 
aspect of baseball. Both when 
your team is at bat and in the 
field, PTP provides you with 
an extensive range of 
managerial options: You can 
elect to pitch around the hitter, 
guard the lines, or bring the 
corners in, to name just a few 
of the defensive options 
available. Better than any of its 
competitors, PTP keeps you 


thinking, pondering, and — 
calculating on an inning-by- — 


inning basis. 

PTP stayed busy during 
the off-season readying 
version 5 of the program for 
what will hopefully bean early 
summer release. Although 
unavailable for review at the 
time of this writing, the 
upgrade promises to refine the 
game’ssuccessfulcombination 
of stats and strategy even 
further. Leading off the chan- 
ges is a computer manager 
that will not only be craftier, 
but also make shrewder use of 
a team’s personnel. The new 
edition also addresses the one 
genuine weakness of the 
program: its limited repertoire 
of play descriptions. Version 
five will fix this with an 
expanded text that should 
provide foramoreentertaining 
mix of play outcomes than ever 
before. 

The addition of graphics 
to products like Strat-O-Matic 
and APBA signals an im- 
portant shift in the market of 
text games, and it wouldn’t be 
surprising if PTP follows suit. 
But regardless of whether it 
abandons its all-text tradition 
or not, there can be no doubt 
about one thing: Pursue the 
Pennant will continue to play a 
great game of baseball. 

— Jeff Seiken 
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APBA BASEBALL 


The new Windows edition of 
APBA Baseball marks a 
turnaround as dramatic as the 
1991 Atlanta Braves’ jump from 
worst to first. That’s not to say 
APBA was particularly bad to 
begin with; in fact, with its 
seemingly inexhaustible store 
of play results, the game has 
always been unsurpassed in its 
ability to capture the infinite 
variety and unpredictability of 
the sport. The colorful text 
commentary could make even 
your garden-variety ground 
ball sound interesting. 
Butthere wasalsoa definite 
downside to the game. Tobegin 
with, it suffered from an 
interface and screen setup that 
seemed expressly designed to 
hinder rather than help users 
get at the information they 
wanted. What’s more, utilities 
such as a computer manager 
and stats compiler that came as 
standard fare in other games 
were sold as separate pro— 
grams with APBA, in some 
cases costing as much if not 
more than the basic game itself. 
But those complaints are 
history. In its Windows 
rendition, what was once a 
diamond in the rough now 
sparkles with unalloyed 
brilliance. Crisp, easy-to- 
understand displays and a 
mouse-driven, icon-based 
interface head the list of 
APBA’s new features. The 
redesigned program is a real 
joy toplay, asit placesall critical 
data in a set of screens ac— 
cessible with a single click of 
the mouse. Thinking about 


APBA Baseball 


inserting a pinch-hitter? Then 
simply go to the pinch-hitters 
screen, which lists the batter 
dueupinone window, relevant 
stats for all available players on 
the bench in another window, 
and a concise summary of the 
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game situation in a third. The 
game could not have made an 
armchair manager's life any 
easier. 

Stat, draft, and computer- 
manager utilities are now 
included in the basic package, 
and stadium graphics have 
also been added — digitized 
paintings rendered in 256-color 
SVGA (or high-res 16-color 
VGA). There are only three 
stadiums available now (with 
nighttime graphics for each), 
but Miller Associates hopes to 
release a separate disk with 
graphics for all major-league 
parks. Overall, about the only 
drawback to the 1993 version of 
APBA Baseballis thatit shuts the 
dooronlow-end users wholack 
the horsepower and memory to 


run Windows. But then 
progress always carries 
a price. 


The old version of APBA 
didn’t factor in player fat— 
igue, essentially relying on 
human managers to not start 
their ace pitcher in all 162 
games. The new Advanced 
InjuryManagement system, 
however, puts an end to this 
problem. Basically, players 
have endurance ratings 
based on their actual usage. 


engineered piece of software. It 
truly belongs in a league of its 
own. 

— Jeff Seiken 


TONY LARUSSA 
ULTIMATE 
BASEBALL Il 


Baseball fans are a demanding 
breed. Inacomputer game, they 
want statistical accuracy, real 
players to manage, real 
stadiums in which to play, and 
real leagues to conquer. Most of 
those things can be found in 
Strat-O-Matic, APBA, and PTP, 
but PC baseball fans don’t live 
inavacuum. Afterseeing what's 
being done graphically in 
other genres, they want their 
realism clothed in graphics 
worthy of the game. 

The quest for that perfect 


Overplaying someone to an Tony LaRussa Ultimate sien II 


unrealistic extent diminishes a 
pitcher’s effectiveness and 
increases the risk of serious 
injury for all players. At the 
other extreme, keeping a player 
on the bench for long periods 
putshiminastatecalled “itchy,” 
leading to erratic results when 
he finally takes the field. The 
system provides real incentive 
not only to keep your starters 
ssey rested, but also to 
spread the playing 
time around. 

APBA lacks the 
degree of statistical 
detail as Strat-O- 
Matic and Pursue the 
Pennant, and also 
gives you a more 
limited range of 
managerial decis- 
ions to make during 
play. But these de- 
fects barely register 
in the dazzle of the 
game’s glittering lineup of new 
features. The APBA brain trust 
has taken full advantage of all 
that Windows has to offer, and 
from appearance to respon- 
siveness to actual game play, 
APBA Baseball is a marvelously 


marriage of stats and good 
graphics has bred some solid 
series, including Earl Weaver, 
Tony LaRussa, Hardball, and 
MicroLeague Baseball. 

When it debuted, SSI’s 
Tony LaRussa Ultimate Baseball 
may have been the closest 
thing available to the ideal 
baseball simulation: a fairly 
sophisticated statistical sim- 
ulation presented with good, 
if not spectacular, graphics. 
Hardball II, on the other hand, 
wasn’t as strong statistically, 
but offered unparalleled 
graphics for its time. 

But the most recent 
incarnations of these two 
games set new standards for 
graphical stats-based computer 
baseball games. Hardball III 
offered excellent graphics, 
including close-up replays, 
and added the digitized voice 
of Al Michaels for the play-by- 
play. And Accolade continued 
to support the product, of— 
fering real major league 
rosters — with player portraits 
— and beautifully rendered 
major-league stadiums. 

For a while, Hardball III 
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Tony LaRussa Ultimate Baseball II 


stood alone at the top of the 
heap of graphic baseball games. 
But the recently released Tony 
LaRussa IIhas erased the gap in 
graphics quality that separated 


the original game from 
Hardball III and eclipses the 
competition as a statistical 
simulation. 

The new LaRussa incorp- 
orated some of Hardball III's 
better features, including 256- 
color graphics, close-upreplays, 
player portraits, and digitized 
playcalling, this time from 
announcer Ron Barr. The basic 
game remains intact, but the 
menus and options are much 
easier to access and negotiate, 
and there are more options 
available. The addition of pull- 
down menus, and much- 
needed mouse support, makes 
menu selection a breeze. And a 
set of hot keys allows you to 
access lineups, batting and 
pitching statistics, defensive 
alignments, the box score, and 
box scores from other league 
games with a single keystroke. 

The major enhancements 
to game play, aside from 
improved graphics, include the 
ability to customize each 
team’s computer manager, and 
theaddition ofan All-Star game. 
The new computer manager is 
an especially welcome ad- 
dition. You can customize the 
manager for each team, as- 
signing tendencies for various 
pitching, batting, defensive, 
base-running, and lineup 
strategies. 

The player portraits, 
though not quite up to the 
standard of those in Hardball III, 
are a nice touch. But the ones 
available for the Classic Teams 
rosters that come with LaRussa 
are generic and few in number, 
so you'll often find twins or 
triplets in the same game. 

One small but helpful 
feature is the ability to toggle 
most stats screens between real- 
life and simulated stats. The 
player's batting average and the 
pitcher’s earned run average 
are displayed for each at-bat, 
and you can choose which 
numbers you'd rather see. 

Statistics — both those on 
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which players are rated and 
those accumulated during a 
simulated season — remain 
the heart and soul of LaRussa II. 
While some text-based games 
are able to offer a more 
sophisticated statistical sim— 
ulation, LaRussa Ilis on the way 
to giving them a run for their 
money. Players are rated in at 
least 15 different categories, 
including streak ratings, day 
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Tony LaRussa Ultimate Baseball II 


versus night performance, 
clutch performance, leadership, 
and morale. And another 
enhancement rates pitchers for 
each of four different pitches. 

Close-up replays are 
shown on a giant stadium 
screen, and while they’re 
interesting for the first couple of 
games, they get a bit tiresome. 
The stock replays often don’t 
represent what happened onthe 
field. A double play, for 
example, is always shown as a 
4-6-3 play, regardless of who 
actually made the play. And the 
home-run closeup always 
showsa left-handed batter. Most 
gamers may find the replays a 
waste of hard-disk space. 

The 11 classic stadiums 
included in LaRussa II are 
easily the bestrenditions of ball— 
parks available in a computer 
game. From the signs on the 
outfield walls to the cities vis— 
ible beyond the park, the stad— 
iumscomeailive, giving the game 
the ambience of the real thing. 

Perhaps even more im- 
pressive is the obvious effect the 
stadiums have on play, justas they 
do in the big leagues. In Old Yan- 
kee Stadium, for instance, left- 
handed batters can havea fieldday 
with the short right-field wall. But 
in the vast expanse of Sportsman’s 
Park, long drives turn into warn- 
ing-track outs. Expansion disks 
with the current major league 
stadiums and 1992 rosters were 
scheduled for release shortly after 
TaRussa IT hit store shelves. 

— Lee Buchanan 
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HARDBALL til 


While SSI was busy revamping 
LaRussa, Accolade wasn’t 
standing still with Hardball Il. 
Twoexpansion products— 1992 
Major League Rosters and a 
Stadiums disk — have made a 
great game even better. And 
Hardball Ill retains an edge 
over its rival in a couple of 
areas. The closeup view of key 
plays remains 
superior to those 
in LaRussa II, 
though as in 
LaRussa II the 
initial impact 
of this feature 
wears off rather 
quickly. 

The player 
portraits, in 
particular, are 
a strength of 
Hardball II. Unlike the generic 
portraits of LaRussa_ II, 
Hardball III features accurate 
depictions of virtually every 
major league player, bringing 
the game to life in a way no 
text-based game could hope 
to do. 


Top oF iat : 


Hardball III 


And one option in Hard— 
ball III — a perspective from 
behind the pitcher — is a nice 
touchstillnot found inany other 
baseball game. The pitcher's 
view brings a change of pace to 
the gameand makes pitching in 
the arcade mode much 
easier. That feature alone gives 
Hardball III the edge over 
LaRussa as an arcade exercise. 

But while Hardball III still 
holds the advantage over 
LaRussa II in a few areas, the 
game strikes out when it tries 
to bea statistical simulation. To 
be fair, Accolade basically billed 
Hardball Ill as an arcade game 
with great graphics. The 


company recognized, however, 
baseball fans’ demand for real 
players who perform like they 
do in the real world, and 
responded with the 1992 
MLBPA disk. 

Hardball III's bid to satisfy 
stat-lovers is, unfortunately, a 
half-hearted attempt. Players 
are rated in only five categories 
to determine their perform- 
ance. You can derive general 
in-formation from this data — 
the real-life home-run hitters 
will have more power and the 
real-life base stealers will be 
faster— but there simply aren't 
enough numbers for true 
baseball fanatics. For example, 
batters aren’t rated separately 
against right- and left-handed 
pitchers, a sin that many 
baseball fans might consider 
unforgivable. 

In accumulated stats, too, 
Hardball Il can’t match LaRussa 
II, but once again, it doesn’t try 
to. Hardball III shows the basic 
accumulated stats for each 
player—batting average, home 
runs, RBIs, steals for batters and 
base-runners, wins, losses, and 
ERAs for pitchers. But if you 


want to know if your center 
fielder’s 38 home runs is tops 
in the league, you’re out of 
luck. And that’s the sort of 
information that baseball fans 
live for. 

Hardball III's most serious 
flaw, however, isa curious lack 
ofoffense. Homeruns,and even 
extra-base hits, are far too rare. 
The vast majority of runs are 
scored on four consecutive 
singles. A typical game is 
a2-1, extra-inning affair, witha 
linescore showing 2 runs on 14 
hits. That’s not baseball, and 
it’s an error that Accolade 
should remedy. 

Though they differ in 


approach, LaRussa II and 
Hardball [IIshare many features 
and strengths. Both offer 
excellent arcade and manage- 
only modes. Replaying a major- 
league schedule is easy in both 
games, letting the player 
manage or control one team 
while the computer plays out 
the rest of the schedule. 

On the down side, both 
games suffer from some 
annoying tendencies common 
to most graphical baseball 
simulations. Unlike sports 
with more random action, like 
football and basketball, baseball 
isinmany waysa precise game. 
Certain plays almost always 
produce the same results. For 
example, a base hit with two 
outs and a runner on second 
will almost certainly yield a 
score, since the runner will take 


Hardball III 


off as soon as the pitch was 
thrown. But in both these 
otherwise excellent games, 
thatrunner usually won’tscore 
from second, unless he has 
great speed. That might seem 
like a minor flaw to someone 
only marginally interested in 
baseball. But to a baseball fan, 
it’s downright infuriating. 

Another problem evident 
in both games (particularly 
LaRussa Il) is a difficulty in 
graphically representing astats- 
based result. A base hit might 
roll to the warning track or 
bounce off the outfield wall 
and result in a single. That 
would be a rare sight in real 
life. 

Those defects are irritat- 
ing, to be sure, but in truth they 
do little to detract from the ex- 
cellent sequel to the original 
LaRussa. We think it’s the clos- 
est thing yet to the perfect 
computer baseball game. And 
as SSI has rallied to take the 
lead, Hardball III remains a 
fine product, offering first-rate 
graphics and smooth play. 
With this sort of competition, 
we can’t wait to see Hardball IV. 

— Lee Buchanan 
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Command your entire planet's military resources 
in an effort to conquer a hostile neighbouring 
planet. You control a state of the art workstation 
from which advanced software tools enable you to 
ei new craft, research new technologies, 
build new installations & craft, set up highly 
sophisticated missions - and watch the progress 
of this strategic interplanetary conflict. 


Send out units on missions to explore the unknown 
enemy planet - and wipe out its military capability! 


Design your own spacecraft 
(or tanks, submarines, jet,...)! 


= Battles take place in space & on surface of bothplanets § ="Randomplanet generator for great replay value 
§ Designed as a 2 player game! 


Im |PTESSIONS Committed to customer satisfaction in strategy entertainment! 
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DARK SUN: A BRAVE NEW 
WORLD FOR AD&D 


ime and time again, 

polls of PC gamers 

haveshown thatthe 

most popular genre 

of entertainment 

software is fantasy 
role-playing. And ofall the FRPs 
available for the PC, perhaps 
noneare as widely played or as 
well-known as the Advanced 
Dungeons & Dragons line from 
SSI. Why? Because many com- 
puter FRP fans cut their teeth 
on both the Dungeons & Drag- 
ons and Advanced Dungeons 
& Dragons pen-and-paper 
games from TSR, and while 
there are other notable FRP se- 
ries available for the PC, none 
are as instantly familiar to FRP 
veterans as the AD&D games. 


IN THE 
BEGINNING 


Theseminal AD&Dseriesmade 
its computer debut in the form 
of Pools of Radiance,a game origi- 
nally designed for the Commo- 
dore 64, and one which went 
on to become a huge 

hit. Unlike the pen- 
and-paper 

AD&D games, 

which take 


placein the Greyhawkuniverse, 
Pools of Radiance is set in the 
Forgotten Realms. With its Me- 
dieval atmosphere, the Forgot- 
ten Realms game world was 
indicative of the efforts of TSR 
and SSI to bring AD&D to the 
masses; thedifferences between 
good and evil were much more 
cut-and-dried in the Forgotten 
Realms, and it lacked the gritty 
realism of Greyhawk. Because 
all of SSI’s subsequent AD&D 
games (with the exception of 
Eye of the Beholder I and II) fea- 
tured similar packaging — a 
gold-trimmed box with entic- 
ing artwork — the series was 
dubbed the “Gold Box” line. 
And all the Gold Box games, 
from Pools of Radiance through 
1992's Dark Queen of Krynn, used 
basically the same game sys- 
tem. 

When AD&D madeits way 
onto IBM PCs, 80286 proces- 
sors were considered standard, 
and VGA graphics were only 


Re 
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beginning to become popular. 
Even so, the EGA graphics and 
rudimentary PC-speaker beeps 
of the Gold Box games 
underutilized the power of the 
average PC. But while the Gold 
Box games didn’t push the tech- 
nological envelope, certain 
game elements were both quite 
enjoyable and playable. The 
Gold Box combat system al- 
lowed all the tactical nuances of 
combat toshine through, eclips- 
ing even the pen-and-paper 
methods—notsurprising, since 
combat is essentially number- 
crunching, and number- 
crunching is what computers 
do best. Combat was phased 
(not in real time), and when it 
occurred, the game screen 
switched from the crude first- 
person travelling perspectiveto 
an overhead isometric view of 
your combat area: Characters 
couldrunand hidebehind trees, 
cast spells and shoot arrows, 
and draw steel to kill the old- 
fashioned way. 


Simm. _ Lheothernotable fea- 


ture of the Gold Box 
series was the fun plots of 


=~ most of the games, pre- 


sented in the form of a 
hardcopy journal full 


ay 
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of entries. This came as no sur- 
prise; after all, TSR has made 
more dungeon-campaignmod- 
ules than you could shake a 
Staff of Striking at. TheSSI Gold 
Box games had interesting, if 
somewhat predictable, 
storylines which tended to have 
a thematic center of “kill the big 
bad guy.” The problem was in 
the execution of these plots: It 
worked for Tolkien, but com- 
puter FRPslack thesubtlety and 
flexibility to make that formula 
new with each sequel and in- 
stallment. Worse yet, the plots 
were often very linear, so 
gamers got the sense that they 
were being led around onaleash 
to the next goal. 

Trundling around in 
search of the Evil One was punc- 
tuated by endless combat, and 
in addition to set encounters, 
random encounters threatened 
to overwhelm all but the most 
dazed gamer’s patience. Even- 
tually, the Gold 
Box series wore 
out its welcome. 

Sales fell dramati- 

cally after the re- 

lease of 12 differ- 

ent games, all with 

the same antiquat- 

ed engine which 
barely supported 
automapping; 


the dearth ofactual puzzle-solv- 
ing, not to mention non-player 
character (NPC) interaction, 
didn’t help matters. Admira- 
bly, SSI remained steadfast in 
their support of the series by 
allowing you to import charac- 
ters from game to game. But 
SSI’s competitors were coming 
out with new installments in 
popular lines such as Ultima, 
Might & Magic, and Wizardry; 
each new installment heralded 
anewadvanceincomputer FRP 
technology. All Gold Box could 
do was add some VGA graph- 
ics and digitized sounds. 


JUST LIKE 
STARTING OVER 


But things are about to change 
in the AD&D world. Though 
Dark Sun: Shattered Lands is ar- 
riving rather late — it likely 
won't hit the shelves until one 
year after its original target re- 
lease date — it looks to be a 
game worth waiting for, with 
an engine that pushes SSI’s su- 
per-popular AD&D license 
back to the front of the pack 
(though not necessarily on the 
cutting edge). The first install- 
ment introduces gamers to the 
Dark Sun universe, a metaphor 
for our waste of the vast natural 


gifts on our planet. 
In a world where magic 
and theenvironmenthave gone 
awry, characters aremuchmore 
potent than their experience lev- 
els would allow them to be in 
any Gold Box game, but they 
must survive in a land where 
life can be nasty, brutish, and 
short. The nature of the races 
has been subverted, so that 
halflings have become savage 
cannibals and elves are now 
shifty thieves. Dark Sun is a 
desert world (not yet quite like 
Dune) laid waste by the power- 
hungry rule of Defilers, a class 
ofarchmagesorcerer-kings and 
their followers. The self-serv- 
ing Defilers cast magic the easy 
way, by draining life from the 
earth itself, and seem to pro- 
long their life by similarly blas- 
phemous means. Preserversare 
environmentally conscious wiz- 
ards who can cast the same 
spellsas Defilers, but they don’t 
gain experience levelsas quickly 
as Defilers because of the greater 
skill required to cast without 
harming the biosphere. 
Players can only become 
Preservers in Dark Sun. The 
games take place at a critical 
moment in the world’s lifeline 
— a movement has arisen to 
overthrow these tyrants, who, 
if unchecked, will lay waste to 
their planet. You’reat the fore- 
front of this vanguard that 
will restore some of nature’s 
fading health. SSI hopes to 
be able to reflect both the 
destruction and the healing 
of the land around you as 4% 
youexplore throughout the 
Dark Sun series. The ef- 
fects of spells are dis- 
played in a fashion 
similar to its Gold Box 


predecessor, except that the 
graphics are more refined. 
Magical fogs have height and 
substance — a human walking 
through magical mist will have 
his head bob above the fog, the 
mist will only go up to a half- 
giant's waist. This sort of com- 
plexity is no surprise, as magic 
is the order of the day. 

The Dark Sun universe is 
an appropriate and compelling 
setting for the harsh business 
reserved for heroes and hero- 
ines. Dark Sun is a Second Edi- 
tion AD&D campaign, which 
means there are several refine- 
ments in place. The best change 
is that non-human 
characters (elves, 
dwarves, and the 
like) are no 
longer limited 
inadvancement 
as they were in 
the Gold Box 
system. Before, 
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ifa gamer created anelffighter/ 
magic user, this character was 
limited to advancing to 7th 
Level fighter /11th Level Magic 
user, by the time the othermem- 
bers in his party reached the 
18th Level, he was pretty much 
dead weight (an example of xe- 
nophobia raising its ugly head 
even in role-playing land}). 
Magic isn’t the only area 
where Gold Box veterans will 
find enhancements. All charac- 
ters have some psionic ability, 
inaddition to those who choose 
to train exclusively as a mem- 
ber of the Psionicist class. And 
there are several new races as 
well: The mul is a half-human, 
half-dwarf race that’s been 
bred as gladiators; the war- 
like thri-kreen is an insect 
race with a strong resem- 
blance to a mantis; and 
there’s the half-giant, a 
huge, magical, mis- 
cegenated being 
with tremendous 
strength. Of 
course, the 


Sun, and even humans may 


probably powerful; a half-gi- 
ant can be as strong as a storm 
giant in the traditional AD&D 
world. Since there are no gods 
in Dark Sun, clerics draw their 
power from the four elemental 
planes. Metal and water are 
scarce, and until you find metal 
weapons, yours are always in 
danger of breaking. 


NEW WORLD, 
NEW LOOK 


Dark Sun will remind many 
players of Ultima VIL, with its 
icon-oriented, mouse-driven 
interface and full-screen 
graphic display. Thelargegame 
world, which consists of 45 re- 
gions each made up of 60 


screens, should take up 60-100 — 
hours of your leisure time; 
thankfully, SSI has imple-— 
mented a cumulative auto- k 


mapping system that records | 


have a strange appearance. | 
Dark Sun characters can be im- — 


slave pens and ee 
wilderness (mostly desert with 


| oldruins), you eventually enter 


three villages neighboring the 
evil city-state. Venturing into 
the city may be reserved for a 
future installment, as your char- 
acters never advance beyond 
the 9th level and are no match 
for any sorcerer-king. Your ul- 
timate goal is to create an alli- 
ance to raise an army against 
the sorcerer-king. 

SSThas taken the emphasis 
away from the hack ‘n’ slash so 
prevalent in the Gold Box 
games, focusing instead on in- 
teraction, cooperation, and sur- 
vival — the keys to defeating 
the sorcerer-kings and saving 
the world of Dark Sun. And 
they’ve aimed to keep their 
vaunted storylines (there are 
60,000 words of textin thegame, 
all of which can be recorded in 
your journal) while allowing 
them to be more thoroughly 


| of four baece and ed 


NPCs may aid you in combat, 
no one will join your party for 
extended travels. Objects have 
physical qualities, though not 
to the fastidious extent that 
Ultima gamers may be accus- 
tomed to. Since magic is of a 
twisted and mutable nature, 
many magic items are unique 
to this game (no more K-Mart 
Bracers of AC 4!). And thanks 
to the overhead isometric view, 
combat retains its tactical, 
phased nature, better than the 
real-timeaction becoming more 
common in FRPs. 

The hardware require- 
ments for Dark Sun, though 
steepat first glance, don’t stand 


out as being unreasonable Bites 


this age of rapidly advan 
technology. You'll need a 386 


or better to run the game, as — 


well as 2 megs of RAM, VGA, 
and amouse. Dark Sun takes 

15 megs of hard drive real es- 
tate — a sizable amount, bu 
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games (like Vortex, previously 
| announced as M), as well as 


other potential SSI and outside 
rojects. The engine is versa- 
tile, and while it’s not techno- 
logically groundbreaking, it is 
extremely well-thoughtoutand 
powerful enough tolast for sev- 
eral campaigns before showing 
its age 
SSI’sstrategy withthisnew 
engine is clear: retain the best 
aspects of the Gold Box games 
while bringing the other ele- 
ments up-to-date. But best of 
all, SSI has chosen an interest- 
ing and compelling milieu to 
drive the engine; gamers will 
find themselves totally im- 
mersed in their characters’ ef- 
oe save their almost- 
from the rapa: 
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he Thrilling Sequel to 
Computer Gaming World's 

Role -Playing Game of 

the Year! It’s not just a 
dungeon game anymore! 
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UNDERWORLD The Stygian Abyss” was hailed as the first in a new generation of fantasy 
adventures. UNDERWORLD II Labyrinth of Worlds delivers a new, sharply realistic look. 
With smoother animation, more detailed creatures and a spacious view window, it’s the 
most realistic gaming environment on a PC. 

The world of Underworld Il is more varied and engaging than ever before. We've 
added new terrain features (like shifting floors, water currents and thin ice), new spells (like 
Shockwave and Portal), new and nastier traps and puzzles, and new creatures (we'll let you 
discover these for yourself...) 


Underworld Il takes you beyond the traditional dungeon environment. Deep in the earth, 
the Guardian’s magic has cracked the walls of reality, opening the way to eight new worlds 
beyond Britannia: a city buried in ice, a floating castle, an ancient tomb and more... 

From the halls of Lord British’s castle, it’s time to carry the battle forward and into the 
LABYRINTH OF WORLDS... 


RIGID ap IN” Available at a software retailer near you 


i PAL! or call 1-800-245-4525 for 
u Las. MC/Visa/Discover orders. 


we An Electronic Arts* Company 2 eo. ™m e 
aT a0y 161 eaeiaopae ae A LookingGlass Technologies” Design 


Origin, Ultima, Underworld and We create worlds are registered trademarks of ORIGIN Systems, Inc. , The Stygian Abyss and Labyrinth of Worlds are trademarks of 
ORIGIN Systems, Inc. A LookingGlass Technologies is a trademark of A LookingGlass Technologies Design. Electronic Arts is a registered trademark of Electronic Arts. 
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This 313 not 
the Sultan's Grand 


STEPHEN POOLE 


SHADON SAND Flame, wejump- 


When Broderbund brought 
Prince of Persia to the PC 
nearly three years ago, the 
game was universally lauded 
as having the most realistic ani- 
mation ever seen in a computer 
entertainment title. Indeed, in 
the pages of this magazine 
Prince of Persia was viewed as a 
watershed release: “If this is a 
sample of what lies ahead for 
computer action games, then 
bring on the future!” 

Like many outstanding 
games, the plot was simple. As 
ayoung princeina foreign land, 
you are imprisoned in a dun- 
geon by Jaffar, the Grand Vi- 
zier, for falling in love with the 
Sultan’s daughter, whom the 
Vizier intends to marry. Jaffar 
has given the Princess only one 
hour to choose between death 
or marriage to him, so that’s 
how long you have to fight, 
leap, and climb your way up- 
ward through the dungeon for 
a final showdown with your 
jailer. 

What made Prince of Persia 
so appealing was its splendid 
blend of arcade action and 
brain-teasing puzzles. Wide 
chasms and gnashing blades 
had to be avoided as you 
searched for pressure pads to 
open secret doors and passage- 
ways. Breakaway floors and 
ceilings could collapse ona pres- 
sure pad (or you),and knowing 
whenand how touse the crum- 
bling rock to your advantage 
made the puzzles even more 
challenging. And while all this 
was going on, you had to be 
quick with your blade—Jaffar’s 
guards roamed the entire 
prison, knowing it would cost 
them their necks if they didn’t 
return with your head. 

Despite the great puzzles, 
though, the star of Prince of Per- 
sia was the animation. Prince 
designer Jordan Mechner 
filmed actors performing vari- 
ous movements and used the 
footage as basis for the anima- 
tions — a relatively new tech- 
nique at the time — and the 
result was movementso lifelike 
that it’s still impressive today. 
So when we heard about Prince 
of Persia Il: The Shadow and The 


ed at the chance 

to get an early 
look at the game, as well as talk 
with Mechner about the work 
that’s gone into making Prince 
of Persia Iasequel worthy of its 
name. 


SECOND: 
PIME 
AROUND 


While Mechner was pleased 
with Prince of Persia, he’s the 
first to point out that the game 
wasn’t all that he had envi- 
sioned, for a couple of reasons. 
“In making Prince there were 
just so many ideas that I had to 
cut out of the game, either be- 
cause there wasn’t time or be- 
cause the original version was 
done on the Apple II, a 128K 
machine with one floppy drive 
and twocolors. Ijust hada folder 
full of ideas and sketches...stuff 
that I really wanted to include 
but which didn’t make it into 
the game. And the quality of 
graphics, sound, and artwork 
that go into computer games 
now made revisiting Prince a 
very attractive proposition.” 
Not surprisingly, talk of a 
sequel began very soon after 
the completion of the PC ver- 
sion of Prince of Persia.“We were 
talking aboutit up untilaround 
August of 1991,” notes 
Mechner,” and that’s when it 
really crystallized. I wrote up a 
detailed screenplay with 
storyboards and game designs, 
and after agreeing on a design 
Broderbund started work on it. 
So basically it’s been in devel- 
opment a year and a half.” 
One of the few complaints 
gamers had with Prince of Persia 
was the sameness of the dun- 
geon graphics. “A lot of people 
thought the game had great 
animation, but that the back- 
grounds got boring after a 
while,” says Mechner, “and I 
kind of felt that way, too. But 
the truth is that I used most of 
the computer’s memory ani- 
mating the character on-screen, 
and the backgrounds were kind 
of simple and schematic.” 
That charge can’t be lev- 


eled at the sequel, though, 
hanks in large part to the ex- 
panded storyline. At the end of 
Prince of Persia, the Sultan gave 
he prince his daughter’s hand 
in marriage. But in The Shadow 
and the Flame, Jaffar has cast a 
spell on the prince so that both 
he Sultan and the princess think 
Jaffaris her husband. The game 
ollows the prince as he escapes 
by crashing through a palace 
window, runs along the roof- 
tops of the city, and manages to 
eap ontoa ship just pulling out 
of port. When the ship sinks, 
the prince swims to shore, then 
entersa series of dangerous cav- 
erns. From there it’s on to a 
ruined palace, a temple, and 
back to the city. 

Mechner points out that 
with a few exceptions — the 
prince can now lie flat, crawl, 
turn around after drawing his 
sword, and throw an item — 
character animation was car- 
ried over nearly intact from the 
original. But that wasn’t really 
a drawback, since the anima- 
tion was so far ahead of its time, 
and it meant much more effort 
could be devoted to storyline, 
puzzles, and background 
graphics. With several graphic 
artists and assistants working 
on various portions of the 
project, making seamless tran- 
sitions between the different 
game environments (five in all) 
presented a major challenge. 

“Basically there were three 
major artists who did the bulk 
of the work, with others help- 
ing them, so making the styles 
of three different people fit to- 
gether was a major concern. 
Think about it: You have char- 
acters done by one person ap- 
pearing against backgrounds 
done by someone else, and the 
prince walks onscreen and 
there’s another background 
done by yet a third person — 
you can see why we were so 
concerned with continuity.” 


COME ONE, 
COME 


Judging from the preview ver- 
sion we've been playing for the 
past two weeks, Mechner and 
company have reason to rejoice. 


Though the game takes place in 
a 2-D environment, the artists 
have used shading and textur- 
ing to create highly attractive 
backgrounds with a 3-D feel. 
The music and sound effects 
are vastly improved over the 
first game as well: The 
soundtrack has a hypnotic 
Middle-Eastern flair, and the 
digitized sound effects — the 
metallicclanking of swords, the 
crashing sound of falling rocks, 
and the terrifying shrieks of 
slain guards—allservetobring 
the game world to vivid life. 

Players will also appreci- 
ate the new enemies and ob- 
stacles the prince encounters: 
In addition to Jaffar’s guards, 
there are poisonous snakes, fly- 
ing medusa-heads, deadly can- 
nons, and slashing scimitars. 
Potions in the first game either 
increased or decreased your 
health;now they might give you 
the power to defy gravity, or 
literally turn things upside 
down. And the puzzles are 
morenumerousand even more 
deliciously difficult than before: 
There’s a lot more here than a 
prince witha razor-sharp sword 
and a Carl Lewis complex. 

Ina move that’s becoming 
increasingly rare, Mechner and 
the Broderbund team designed 
Prince of Persia II so that it could 
be played on a 286: “Believe it 
or not, it actually runs ona 286, 
but it’s kind of slow. But at the 
time we began development, 
we felt there werea lot of people 
out there with 286’s, and it 
seemed like the right thing to 
do.” We played the game ona 
386/SX with 1 meg of RAM 
running at 16 MHz — consid- 
ered by many a basic entry- 
level machine — and with only 
afew exceptions game play was 
smooth and satisfying. 

Living up to the standard 
set by an all-time classic like 
Prince of Persia wasn’t easy, but 
itlooks as though Mechner and 
the talented artists and pro- 
grammers at Broderbund were 
up to the task. After all, who 
else could make you look for- 
ward to rescuing the princess 
again? 
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hree or four years ago, Itooka 
phone call froma friendly col- 
league, an editor for another 
magazine. After I said “Hello,” 
he said, “So, Trotter — 
whatcha doing?” “Oh, just tak- 
ing a ten-minute break to play 
a few turns of Empire,” I re- 
plied. “You lie like a dog,” my 
friend chortled. 

“What do you mean?” 

“Because there’s no such 
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wont 
COMPUTING 


thing as playing Empire for only 
ten minutes!!” 

He was right, of course. 
Empire addiction is a serious 
problem, one that can inter- 
fere with many other, more 
practical activities — such as 
making one’s deadlines. Year 
after year, the game makes 
the list of all-time greats. It’sa 
classic, with internal balance 
like a Swiss watch, arresting 


playability, seemingly endless 
user-permutations capable of 
generating short, bloody wars 
that play out withall the frenzy 
of a closet full of starving 
Rottweilers...and it’s also ca- 
pable of generating truly 
Homeric struggles that go on 
for days and days and days... 

For the benefit of readers 
who may not have played Em- 
pire, it’s a game of planetary 
exploration, expansion, and 
all-out war. You start with a 
single city on a blacked-out 
map, explore to find other cit- 
ies, then set up production 
schedules for various types of 
weapons you'll need to tri- 
umph over the human or com- 
puterized opponents also vy- 
ing for control of the same 
planet. Cannon-fodder units 
suchas infantry can becranked 
out quickly; battleships take 
much, much longer. 

The creators of the origi- 
nal game, Mark Baldwin and 
Walter Bright, got thousands 
of letters from fans all over the 
country, suggesting ways this 
already-superb game could be 
made even more compelling 
and bloodthirsty. Ithas always 
been assumed that a sequel or 
an upgrade of Empire would 
sooner or later appear, and in- 
deed, such a product has been 
announced several times in the 
past two years, only to fade 
tantalizingly from sight. 

Now it’s here, in the form 
of Empire Deluxe, designed by 
Mark Baldwin and Bob 
Rakosky and published by 
New World Computing. Is it 
as good as the original? You 
bet; it’s still Empire and it’s still 
one great war game. But is it 
better? Well, it certainly looks 
better: the SVGA graphics of- 
fer a level of detail undreamed 
of when Empire first appeared 
(VGA is also supported). But 
looks aren’t everything, so 
without trying to be exhaus- 
tive, here’s a comparison of 
the new and old versions, 
grouped according to the two 
main types of activity that take 
place in the game. 
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° Narrative Hook: The old 
game was presented with a 
goofy science-fiction motif, with 
the armies assigned dumb 


names like “Barsoomians.” The 
whole gimmick was quite irrel- 
evant to the game (technologi- 
cally advanced aliens are un- 
likely to mass-produce battle- 
ships)anditalwaysseemed kind 
of silly. In Empire Deluxe, your 
opponents are named for real 
generals. Much manilier. 
° Map Size: Maps 

in the original were [J 
limited to 60-by-100 
squares, and all the 
worlds were flat, f 
with impassable 
borders. The maps 
in Empire Deluxe 
have optional wrap- 
around, and can be 
sized up to 150-by- 
200 squares. This 
makes for an incred- 


creating other units moreslowly. 
Taking a city totally off-line — 
assuming you're willing to run 
that risk — will increase its effi- 
ciency by about one percent 
each turn. These new produc- 
tionrules putan interesting spin 
on certain games, but I’ll have 
to live with the program a lot 
longer before I can tell if they 
make the game 
| better or just 
fussier. 
° Expansion: Dis- 
y covering new ter- 
ritory is much 
easier now; just 
command a unit 
to Explore and it 
automatically 
# moves around in 
the most efficient 
way possible, 
= stopping only 
when it encounters a city or the 
enemy. The Move To and Pa- 
trol commands make routine 
chores easier as well. 
° Neutral Cities: These were 
easy pickings in the original, 
but they’re treated as tough 
objectives in Empire Deluxe. It’s 
quite possible for an entire trans- 


ibly big playing area, 
actually too big for a two-sided 
game:I playeda gameagainsta 
single computer enemy on a 
map that size, and 181 turns 
passed before there was even a 
clash of patrol units, and well 
over 200 before a real battle de- 
veloped. On the other hand, it 
works adequately in games 
with three or four opponents. 

* Production Rates: These were 
standardized in the old game; 
in Empire Deluxe they vary 
wildly from city to city, with 
100 percent being the game av- 
erage, and many cities lower or 
higher. Some cities specialize 
in certain units, cranking out 
submarines, forinstance,20 per- 
cent faster than other cities, but 
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port load of units to be annihi- 
lated trying to takea single city. 
Fortunately, it works like that 
for all players. 

° Handicapping: Handicap- 
ping in thenew versionisset up 
by picking an adjective (from 
“slight” to “severe”), instead of 
adjusting thesliding barstonew 
percentages. In practice, it 
works out to the same thing, 
but the old system gave the 
illusion of a finer degree of 
control. 


COMBAT 


* New Units: Empire Deluxe 
includes armor (twice as fast 
and twice as tough as infantry), 


and bombers (capable of tacti- 
cal or strategic use). In addi- 
tion, any ground unit can turn 
itself into an “airbase” on any 
patch of level ground. In some 
games, this makes no differ- 
ence at all — in others, it can be 
crucial. 

* Terrain: Landscape is now 
more varried, with rough, clear, 
river, forest, and mountain 
squares. Terrain affects defen- 
sive strength and movement, 
in the standard sort of ways 
every war-gamer is familiar 
with. 

° Difficulty Levels: There are 
three levels of play: Basic, Stan- 
dard, and Advanced. Veterans 
of the earlier Empire can prob- 
ably jump right into the ad- 
vanced level without doing 
more than skimming the 
manual. Beginners, 
however, will ap- 
preciate the sim- 
plified games and 
the excellent doc- 
umentaion. 

° Scenarios: In the 
advanced game 
files, there aresome 
very interesting 
pre-set games, in- 
cluding a dandy 
“Operation Sea 
Lion” game and © 
two enormous World War II 
scenarios. This is like getting a 
half-dozen games in one. Very 
nice. 


ROLLING 
YOUR OWN 


The Game Editor utility works 


almostidentically to the earlier 
one, although it’s a bit more 
complicated because of the 
more elaborate rules for 
production and terrain. If you 
like world-building, you'll 
spend a lot of time here. 

There is, however, one 
glaring flaw in Empire Deluxe 
left over from the original. 
When you design a fantasy 
scenario, usually to test some 
whimsical offensive or 
defensive strategy, the whole 
experiment may depend on 
your starting location. In 
neither Empire or Empire Deluxe 
can you select a starting-city, 
which means you have to quit 
and restart until the computer 
chooses to begin the game 
where you want it to begin, 
more or less. 


Well, OK, so it’s not 
perfect. And yes, it’s no longer 
the only such game in town. 
Butit’s still Empire, and it’s still 
a classic. 
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f you played Ubi Soft’s 
B.A.T. fromacouple years 
ago, you experienced a 
rare event: a truly unique 


role-playing game. 
Nearly everything about it was 
unusual: the graphics, the 
windowing system for issuing 
commands and manipulating 
items, the interaction among 
characters — even the variety 
of possible activities was un- 
common. B.A.T. was a difficult 
game to play, but because it 
was so different it was easy to 
forgive, atleastsomewhat,some 
ofthe game’sclumsierelements. 
Now Ubi Soft has released 

The Koshan Conspiracy, and it’s 
essentially B.A.T., volume 2. 
Every aspect of the game sys- 
tem has been improved from 
the first volume, and yet the 
original B.A.T. system is very 
much in place. You're still cast 
in the role of an agent of the 
Bureau of Astral Troubleshoot- 
ers (whichis what B.A.T. stands 
for), and you still find yourself 
in the middle of an espionage- 
based science-fiction plot. Asin 
B.A.T., you have to think your 
way through a number of 
puzzles, and also as in B.A.T. 
it’s not always apparent what 
you're supposed to be doing. 
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KEEPING UP WITH KOSHAN 
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But the gaming environment is 
interesting enough toriseabove 
Koshan's design difficulties and 
keep you playing. 

Your task in The Koshan 
Conspiracy is to discover and 
procure enough deeds for 
Bedhin 6, a moon of the planet 
Shedisan, to claim ownership. 
Bedhin 6 is the source of the 
majority of Echiatone 21, the 
most vital resource for the 
Shedisan planet. Through a 
well-orchestrated scam, a 
Shedisan judge has ruled that 
the Koshan Trust, the bad guys 
who own the majority of the 
deeds, must stop mining the 
Echiatone until the ownership 
question is settled. As a B.A.T. 
agent, you must recover as 
many deeds as youcan over the 
course of a few days. 

It’s crucially important to 
keep this goal foremost in your 
mind. There's a lot of territory 
to explore in this game, and if 
you're not careful you'll find 
yourself wandering rather than 
accomplishing. This situation 
isn’thelpedatall by the fact that 
it’s almost never completely 
obvious what you should be 
doing next: It’s entirely possible 
to get off to a slow start in The 
Koshan Conspiracy and never 
pick up the pace, simply be- 
cause the specifics of your mis- 
sion aren‘t revealed. When you 
start the game you can head 
straight for your first liaison — 
the documentation even tells 


you how — but your first con- 
tact is hardly a bonanza of in- 
formation. And that’s how it 
goes through at least the first 
several hours of play. 

But before you can even 
get that far, you might encoun- 
ter some problem with the in- 
terface. When you load Koshan, 
you're liable to find yourself 
caughtina kind ofendlessloop, 
where you can’tseem to get the 
game to start no matter what 
you do. Alternatively, you 
might find it impossible to en- 
ter the character creation sys- 
tem. If this happens, here’s what 
to do. When you see the CRE- 


ATION/GAME menu, press 
and hold the left mouse button 
to enter the game, or press and 
hold the right mouse button to 
force the cursor to the CRE- 
ATION line of the menu. The 
left button then takes you into 


aia" 


character creation mode. This 
all seems easy enough, but it’s 
extremely frustrating when you 
can’t seem to make anything 
happen. 

Because of the difficulty in 
accessing character creation, 
youmight get wellinto the game 
without even knowing what 
B.A.T. agent you're working 
with. You can do fairly well 
witha predefined character, but 
the game’smore fun withachar- 
acter of your own choosing, and 
at the first opportunity you 
should stop your current game 
and make a character for your- 
self. It’s not a particularly easy 


process, but training your new 
self for eight Shedisan weeks 
makes it clear that this game’s 
focus is on the relationship be- 
tween your agent's characteris- 
tics and his/her current situa- 
tion. This is best demonstrated 
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by the possibility of “sensory” 
training, in which you develop 
the agent's perception and re- 
flexes. 

Butthenit’s on tothe game, 
and this is where The Koshan 
Conspiracy will either entrance 
or repulse you. If your first re- 
action is the latter — and for a 
number of players italmost cer- 
tainly will be — you really owe 
it to yourself to give the gamea 
chance. Koshan is big and in 
some ways needlessly difficult, 
but it still has a considerable 


amount to Sea it. 

You begin the adventure 
at the Shedisan spaceport in the 
city of Roma II. The history of 
Shedisan, included in the docu- 
mentation, explains the city’s 
name and its social system, 
which is derived from ancient 
Rome; knowing how it worksis 
useful when dealing with the 
inhabitants. There are both 
Humans and Shedish to deal 
with, and you'll even run into 
some slaves. Orders and castes 
define who has control over 
what, and while strictly 
speaking the game doesn’t 
force you tounderstand the 
system, you'll find many 
instances where a knowl- 
edge of it helps. 

The spaceport looks 
more or less like a train sta- 
tion, and from here youcan 
either enter this sector of 
Roma II or hop on the VIAS 
Express transportation system 
and try another area. You can 
also rent a spaceship, but it’s 
too expensive to even dream 
about in the early stages. In- 
stead, just follow the “Starting 
the Game” sequence on the 
Quick Reference Card to find 
your way to the Mantoue 
Manoir hotel. There you’llmeet 
Sylvia Hadford, another B.A.T. 
agent, who will give you in- 
structions, a credit card (cru- 
cial!) and an important pass. 
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Your mission has started. 

But here’s where Koshan 
begins to frustrate. You find out 
from Hadford that you must 
head for an information center 
and learn more about the deeds 
for Bedhin 6. By asking her and 
some other people you meet, 
you can make your way to the 
information center, but from 
this point on it’s extremely dif- 
ficult to figure out what to do 
next. As it turns out — and you 
probably won’ trealize this fora 
long while — heading straight 
for theinformation 
center is by no 
means the best 
thing todo. Rather, 
youshould meetas 
many people as 
you can, gather as 
much money as 
you can, and try to 
recruit people to 
work with youasa 
party. It’s even ad- 
visable to find, buy, 
and distribute videophones, in 
order to keep in touch with the 
people you've recruited. 

There’s more. You'll dis- 
cover almost immediately that, 
while you can talk to humans 
with no trouble, Shedish citi- 
zensspeaka different language. 
To understand them, you'll 
have to program your B.O.B. 
(Bidirectional Organic Bio- 
puter), which is implanted in 
your left arm. The program- 
ming isn’t incredibly difficult, 
but the fact that instructions on 


it take up 28 of the manual’s 65 
pagesmanualindicateshowim- 
portant this item is. It’s not ac- 
tually necessary to program it 
at all, but not doing so will pro- 
long both the playing time and 
your frustration during game 
play. 

You mightbe thinking that 
most everything I’ve said so far 
has been negative, but the truth 
is that Koshan is the most diffi- 
cult RPG I've encountered in 
the last few years (ever since 
B.A.T., in fact). The difficulty, 


however, lies 
almost exclu- 
sively in the fact 
that it’s impos- 
sible to know 
what you're 
supposed todo, 
until you've ei- 
ther played the 
game for many 
hours,or phoned. 
the Ubi Soft 
hotline and 
asked for help. 
MostRPGsthese 
days lead you quite gently into 
the adventure, letting you gain 
experience and knowledge as 
you find your way around; 
Koshan desperately needs a 
similar kind of approach. Italso, 


which presents you with three 
challenging arcade-type games 
to play, and which allows you 
to engage in computer pro- 
gramming that actually works 
can only be called rich and com- 


Any RPG which lets you converse in 
depth with a number of characters, 
pilot five different vehicles and aircraft, 
play three challenging arcade-type 
games, and try your hand at 
computer programming can only be 
called rich and complex. 


by the way, needs a manual 
with less self-congratulation 
on the part of the designers, 
and much more explanation 
for the player. 

All that said, it’s time to 
turn to the positive, because 
many aspects of Koshan are out- 
standing. Any RPG in which 


youcan converse in depth with 
a number of characters, which 
lets you pilot five different ve- 
hicles and aircraft (all through 
simplified flight simulators), 


plex. Add to this the fact that 
Koshan requires you to engage 
in realistic espionage activities 
such as subterfuge, detection, 
and downright theft, and you 
have a well-conceived game 
that, if you're willing to work, 
will reward you for the hours 
and hours you've spent. This is 


an old-style RPG, difficult and 
time-consuming, and that’s both 
its weakness and its strength. 
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he first time I got a look at 
Patriot, Three-Sixty’snew 
and radically unconven- 
tional simulation of the 
Gulf War, was about two 
years ago ata CES. All that was 
on display was a mock-up of 
one screen, but its strange ap- 
pearance sparked much curios- 
ity. A land-based warfare game 
based on the Harpoon system? 
Awar gamedevoid ofhex grids, 
visible or otherwise? Units dis- 
played by means of little tank 
icons, totally unencumbered 
with movement points, attack 
values, orany of the other quan- 
tifiers familiar to two genera- 
tions of war-gamers? What 
bravenew world of gaming did 
this portend? 

Well, Patriot is finally out, 
and youcertainly can’taccuse it 
of being just another “same 
game, new war” product. Both 


graphics and interface are quite 
as revolutionary as Three-Sixty 
promised they would be. The 
entire design concept, in fact, is 
so different as to be disorient- 
ing. Thousands of man-hours 
of research have gone into its 
immense data base, and every 
convention of board and elec- 
tronic war-gaming has either 
been stood on its head or tossed 
out completely. 

Much as I would like to 
welcome itas an epoch-making 
breakthrough in game design, 
my response to Patriot is that 
much ado has been made about 
very little. Gamers with a low 
frustration-index should shun 
this product. As readers of this 
column have doubtless grasped 
by now, I’m not very much of a 
techie. My background is liter- 
ary and history-oriented, and 
like most laymen I tend to feel 
mightily put-upon 
when box copy tells me 
abouta “point-and-click 
interfacesosimpleeven 
anovice can play” and I 
end up spending three 
aggravating daysswim- 
ming in a sea of obfus- 
cation. I want to install 
the game, read the in- 
structionsonce, and start 
playing, however in- 
eptly, with some degree 
of pleasure, until the 
learning-curve kicks in 
and I begin to imbibe 
the subtler elements as 
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a matter of course. 

Hardcore war-gamersmay 
sniff at this attitude, but I sus- 
pect that in the real-world mar- 
ketplace there are more of “Us” 
than there are of “Them.” And 
for PC gaming to achieve the 
wider audience it unquestion- 
ably deserves, more attention 
must be paid to making com- 
plex simulations understand- 
able and gratifying to play from 
the start, at however crude a 
level that may temporarily be. 

Patriot, with its hermetic, 
arcane design of powerful sur- 
face elegance and great concep- 
tual vigor, is intellectually im- 
pressive — but as emotionally 
inspiring as a sack full of ham- 
mers. In short, it’s precisely the 
kind of product that frightens 
newcomers away from com- 
puter gaming. 

Both the Quick Start and 
more detailed Training Manual 
are written in opaque, bureau- 
cratic prose, language as grace- 
less and dispirited as that found 
in the average Pentagon pro- 
curement study. Page after eye- 
glazing page contains informa- 
tion about the interface (“in- 
voking toggle switches,” “unit 
priorities” and similar jargon), 
but almost nothing about how 
to play the game. There are no 
illustrations or diagrams, even 
where they are desperately 
needed; the paragraphs describ- 
ing air support procedures, for 
example, bear only a faint re- 
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semblance to what actually ap- 
pears on the screen. Am I just 
stupid, or is this a design flaw? 
One thing’s for sure: I resent 
any game that even poses that 
question. 

Yes, I'll grant you that the 
polygon-rendered maps are 
amazingly accurate, but the 
operational scale of the game is 
so big that terrain is almost inci- 
dental to actual game-play. 
There’s no doubt that some- 
where in the bowels of the data 
base, every little wadi and sand 
dune is taken into account, but 
all this painstaking detail 
doesn’t result in a noticeable 
increase in pleasure or drama 
for the player. 

The SVGA graphics, I’m 
sorry to say, are a true mess. If 
you zoom out to the single-map 
view (I was never able to derive 
any useful information from the 
split-screen mode), the Iraqi 
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other war game can commit, 
however, is to let the battles 
themselves become boring. Af- 
ter I set the Tutorial battle in 
motion by carefully following 
every word of the manual, vir- 
tually nothing happened. The 
little tank icons crawled slowly 


For PC gaming to achieve the wider 
audience it unquestionably deserves, 
more attention must be paid to making 
complex simulations understandable and 
gratifying to play from the very start. 


army dwindles into an incred- 
ible briar patch of pixels — frag- 
ments of letters, numbers, Ro- 
man numerals, and tank icons 
snarled into a great fuzzy ball. 
Unit movementis displayed by 
means of fat, distended, over- 
lapping arrows that merely 
serve to obscure the action. 
Combat results are displayed 
with pea-green letters ona white 
background, rendering the tiny 
text almost unreadable. 

The worst sin this or any 


across the desert, the bilious 
green-on-white combat reports 
came in, and the little numbers 
indicating enemy losses began 
to change. 

My friends, any war game 
that makes you work as hard to 
gain admission as Patriot does 
has an obligation to supply 
some first-class bang-bang, but 
hereagain the game disappoints 
— there is no graphic represen- 
tation of battle whatsoever. The 
icons move, the numbers 
change, and eventually ascreen 
pops up telling you that the 
Coalition has won and the Ira- 
qis have lost. And that’s it. 

Let's faceit. Lifeis too short 
and there are too many games 
out there that are equally as 
clever as Patriot strains to be, 
but which deliver the goods in 
terms of entertainment and/or 
enlightenment. On top of it all, 
the hardware requirements are 
somewhat steep when com- 
pared to most war games: a 
386SX or better with SVGA and 
4 megs of RAM. 

By working so hard to cre- 
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ate a “new” kind of war game, 
Three-Sixty has, however inad- 
vertently, eliminated all the 
things that made the old kind 
so addictive. The real irony is 
that Three-Sixty also published 
the V for Victory system, which 
is wonderfully lucid, playable, 
and historically convincing. 

Three-Sixty apparently re- 
alized that in its current incar- 
nation Patriot falls far short of 
the expectations that were 
raised by previews given over 
the course of three Consumer 
Electronics Shows. A manual 
addendum states that Three- 
Sixty received many “great” 
suggestions for enhancements 
from its product testers, and 
that these will be incorporated 
into a new version of Patriot; 
owners of the original release 
will receive the upgrade at no 
charge when it becomes avail- 
able. While it’s commendable 
that Three-Sixty is ready tosup- 
portits productsostrongly, you 
have to wonder what harm 
there would have been in de- 
laying an already long overdue 
product in order to incorporate 
those refinements. 

I will return to Utah Beach 
and Velikiye Lukioften. Noteven 
the threat of torture could get 
me to play Patriot again. I am 
perfectly willing to admit that 
there may be wondrous layers 
of white-knuckled action and 
graphicexcellencein Patriot that 
Tam too impatient or too obtuse 
to have reached; for those of 
you who have the time, the pa- 
tience, and the perseverance 
tosearch for them, more power 
to you. 
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own sound studio, interact with a squawking 
parrot, or tap out a tune on an elec- 
tronic organ. There's even special 


Tum up the volume of fun on your PC with the 
Sound Machine from QuickShot. It’s got every- 
thing you need to bring a new dimension 


of sound to your computer. Like q game software that puts your PC’s 
new sounds to good use. 
og Pa 


asound card that’s guaranteed 
100% Sound Blaster™ compat- And wait until you hear this: 
ible. Two high-performance _- the Sound Machineis priced to 
PC speakers. And an ergo- _  giveyoumore butcost less than 
nomic joystick. een : other PC sound card systems. 

The Sound Machine — Machine is Adib? Not surprisingly, the Sound 
also comes with software faund eee Machine is brought to you by Quick- 
thatletsyousetupyour compatible. Shot—a company that’s known for its high- 


quality videogame accessories. 

Youll find QuickShot wherever PC game 
products are sold...And in the hands of value- 
wise gamers like you. 

QuickShot Technology, Inc. A Member of 
Tomei Group. 47473 Seabridge Drive, Fremont, 
CA 94538 


Its how you play the game. 


QuickShot is a registered trademark, Sound Machine is a tradename of 
QuickShot Patent (BVI) Ltd. All other product names are registered trade- 
marks or tradenames of their respective companies. 


MORE BANGS, BOOMS, BASHES, BUMPS, 
BLASTS, AND BAMS FOR THE BUCK. 
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Scooter’s Magic Castle 


dutainment” 
is plenty 
more than 
just a hot 
new buzz- 
word. Today’s edutainment 
titles are breaking new ground, 
as publishers combine leading- 
edge game technology with 
sound educational objectives. 
The best edutainment products 
can help your kids learn every- 
thing from reading to math, 


a 


from geography toscience. And 
they teachalmost transparently, 
with game play that really does 
makelearning a fun experience. 

The first three releases from 
EA*Kids, a brand new product 
line from Electronic Arts, are 
perfect examples of the poten- 
tial of edutainment. The initial 
offerings in the new lineup are 
distinctive, creative, imagina- 
tive, and exciting. They incor- 
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Scooter’s Magic Castle 


porate lots of great ideas — 
some definitely borrowed, but 
plenty that are fresh and origi- 
nal. 

Even the EA*Kids installa- 
tion programis fun. Youngsters 
will enjoy watching a popcorn 
box fill up as the program is 
installed, and the opening menu 
isappropriately easy to use: Not 
only does it provide access to 
all EA*Kids programs on your 
hard drive, but also includes 
self-running previews of 
upcoming attractions. It’s 
heavy-handed market- 
ing, but appealing none- 
theless. 

Tograband keep the 
attention of the youngest 
users in your house, 
there’s Ping and Kooky’s 
Cuckoo Zoo for kids from 
3 to 6. You and your 
friendly travel-guide, 
Ping the Panda, ride an 
animated train through 
tunnels, under a water- 
fall, and across bridges. 
Your view from the train 
changes as you pass through 4 
different ecosystems — first 
there’s the Savannah with its 
distinctive grasslands, then a 
lush green jungle, a North 
American farm, and finally a 
polar region with ice and snow. 
At any point along the way, 
you can stop the train and hop 
off. 

In each ecosystem, there 
are three games to play, each of 


LEARNING GAME 


NEW KIDS ON THE BLOCK 


which has three different levels 
of difficulty. The first and sec- 
ond games are the same at each 
stop. Depending on which level 
of difficulty you’ veselected, you 
point and click on one of the 
animals (between five and 
eight) in that ecosystem to 
learn its name, play a picture 
matching game, or use audio 
clues to match the image of an 
animal with its name. Click on 
Kooky Cuckoo, Ping the 
Panda’scompanion whoshows 
up whenever you explore an 
environment, to play the sec- 
ond game. Kooky will mix up 
the heads, tails, bodies, and col- 
ors of the animals, and it’s the 
child’s job to correct the mis- 
takes. 

The third game changes 
from location to location. Visit 
the polar region to practice 
some simple counting skills 
with the walrus, travel to the 
farm for a game of hide-and- 
seek, play an alphabet game in 
the jungle, or color the animals 
on the Savannah. A fifth area, 
the Wacky Zoo Revue, features 
animals that sing and dance 
under the creative direction of 
children. 

Cuckoo Zoo combines ex- 
cellent graphics, some light- 
hearted animation (well-suited 
to the target audience), decent 
sound effects, a parent hand- 
book with suggestions for non- 
computer activities, and an 
adorable interface. It’s a good 
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introduction to the computer 
for young kids, andatitle they'll 
return to again and again. 
Scooter’s Magic Castle (with 
17 different learning games for 
kids from 5 to 8) is, in my opin- 
ion, the best of the three initial 
offerings from EA*Kids. Hid- 
den inthe rooms, hallways, and 
attics of Scooter’s castle are se- 
cret passages, trap doors, a 
ghost,a wizard, and acollection 
of games to discover. Scooter’s 
Magic Castle excels both as a 
point-and-click explorationand 
asa learning adventure. Each of 
the games focuses on a unique 
early learning activity, from 


hear what you’d expect. 

Thewholeprogramisfilled 
with whimsical touches, such 
as brooms that change into fish- 
ing rods and some very sur- 
prising mirrors. Like Cuckoo Zoo, 
Scooter’s Magic Castle includes a 
guide for parents, packed with 
computer-independent games 
and activities. It’s hard to go 
wrong with a program that of- 
fers so many opportunities for 
play and learning. 

Completely different but 
just as creative, Eagle Eye Mys- 
teries is a game for good readers 
from 8 to 14. Perhaps because 
it’s targeted at older players, 


The initial offerings in the EA* Kids 
lineup are distinctive, creative, 
imaginative, and exciting. They 

incorporate lots of great ideas — some 
definitely borrowed, but plenty that are 
fresh and original. 


pattern recognition to key- 
boarding and coloring. 

The pattern recognition 
activity is hidden in the 
Wizard’s Chamber. A friendly 
ghost has mixed up the 
Wizard's belongings, and it's 
up to you to match each object 
with its shadow. 

Another cute game that 
hones pattern-matching skills 
is the Magic FaceMaker. You 
can design a disguise for 
Scooter, or test your memory 
skills by playing Mug Shot, in 
which you get a quick look at a 
weird face, then try to remem- 
ber exactly which of the dozen 
or so possible features are the 
ones you saw. Sounds easy, but 
it’s not! 

I particularly liked ex- 
ploring the laboratory on the 
second floor of the castle. You 
getan animated reward for cor- 
rectly mixing primary-colored 
paints and coloring Scooter- 
stein. And if you'd rather, you 
can forgo the reward and just 
mix colors to your heart's con- 
tent. Don’t forget to try out the 
X-ray machine, the stetho- 
scope, and the magnifying 
glass. Each behaves as you 
might imagine — although 
you might not always see and 


this product places obvious em- 
phasis on learning. There's little 
question that you're honing 
your reading skills as you help 


Jake and Jennifer 
Eagle solve over 60 
different mysteries. 
As you and one 
oftheseteenagesuper- 
sleuths explore the 
town of Richview, 
you'll interview sus- 
pects, gather clues 
(handily recorded in 
the EDISON — Eagle 
Detective’s Input Screen and 
On-line Notebook), and even- 
tually solve the crime by pick- 
ing the five or so clues that best 
support yoursuspicion. Thereal 
challenge in the gameis in pick- 


Ping and Kooky’s Cuckoo Zoo 
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Eagle Eye Mysteries 


ing out the correct clues. Just 
knowing who done it isn’t 
enough; you have to be able to 
demonstrate why you're sure. 
Each casebook has a vari- 
ety of crimes kids can attempt 
to solve. Some involve jewel 
thieves, others concern art ob- 
jects, and still others covermore 
everyday problems like miss- 
ing skateboards and lost home- 
work. Rather neatly, your inter- 
views of witnesses are designed 
to be informative, as well as 
sources of clues. In the Case of 
the Missing Buddha, for in- 
stance, a visit to the library re- 
veals a motive for the robbery, 
as wellasanexplanation of what 
statues of Buddha look like and 
their religious significance. 
Perhaps the most exciting 
thing about the EA*Kids line is 
the potential thatElectronic Arts 
brings to educational comput- 
ing. As a leading game devel- 
oper, Electronic Arts knows 
what makes a title exciting, 
stimulating, and entertaining. 
Add to these skills the contribu- 
tions of an impressive lineup of 
educators, and the EA*Kids line 
could well become one of the 
major forces in the blossoming 
edutainment field. 
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|: get today’s hottest computer games up and running, Best of all, it does it more easily and reliably than 
your computer needs increasingly vast amounts any other way. Just type “maximize” and 886MAX does the 
of conventional memory — the first 640K of memory rest, automatically analyzing your system and configuring 
found on nearly every PC compatible system. The same _ it for maximum memory and optimum performance. 
memory your mouse, CD-ROM and other peripherals Which is why we call it The Intelligent Memory Manager. 
compete for, as well. And why BYTE Magazine said “it’s so easy to 

Adding memory chips won't help. And aan [, — use and offers such significant benefits that it 
running DOS 5 usually isn’t enough. should be part of every system.” 

What you need is 886MAX° It’s the highly ey: a So, ifyou want to play today’s most 
advanced memory management software . 4 challenging games, but you don’t want to run 
that recovers wasted memory on your ecg | out of memory, run out and get 386MAX. Or 
system, so it can make more memory avail- ~oearae call 1-800-676-0386 to order. At just $99.95, 


ble t d oth it’s by far the best flight 
a ee || htligent Memory Manager’ insurace money can buy 
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X-WING 


Category: Soace-Combat 
Simulation 
Publisher: LucasArts 


Developer: LucasArts 
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WIE. over, Wing Com- 


mander. After a few years of 
ruling the galaxies virtually un- 
challenged, that classic finally 
has a worthy challenger. Au- 
thors Lawrence Holland and 
Edward Kilham have put to- 
gether a top-notch game that’s 
brave enough to call itself a Star 
Wars simulation — and good 


There's Sound... 
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enough to pull it off, with 
room to spare. 

X-Wing, the long- 
awaited space-combat 
simulator from LucasArts, 
is loaded with stunning 


anda superior plot drawn Lo 
directly from the Star Wars 
movie saga. 

The story is wonderfully 
familiar to any fan of the Star 
Wars movies. X-Wing puts you 
in Luke Skywalker’s shoes, to 
do battle against the evil Em- 
pire. The sights and sounds of 
the movies are spectacularly 
recreated here, from the scream 
of Imperial fighters to the heavy 
breathing of Darth Vadar. 

But gorgeous graphicsand 
stunning sound don’tnecessar- 


“vroom, vroom” 


ily Paes greatcomputer game, 
as we saw with the release of 
Mantis,arecentaspirantto Wing 
Commander's throne. But where 
Mantis promised the moon 
and stars and fell flat, X-Wing 
delivers a game that’s beauti- 
ful, easy to learn, and con- 
stantly challenging. Designer 
Holland's past credits include 
Their Finest Hour and Secret 
Weapons of the Luftwaffe, and the 
many strengths of those fine 
simulations are very much in 


evidence here. 

According to the box — 
and after scores of hours of play 
I have no reason to doubt it — 
the campaign takes place in an 
authentic Star Wars galaxy, and 
what a beautiful world it is. 
From the cinematic sequences 
totheactual game-play images, 
the graphics are as good as any 
you'll see. If you usually watch 
the animated sequences of a 
new game once or twice and 
then skip them forever, X-Wing 
may break you of that habit; the 
transitional scenes are so beau- 
tifully rendered that they're a 
joy to watch again and again. 
The game hasa true 3-D look as 
you shuttle back and forth be- 
tween the flagship and therebel 
training facility, while the 


Sound Blaster” and Ad Lib compatibility, and more. 
SoundMan brings you the highest CD-quality sound 
available, for all your games and applications, 


bitmapped images of the crews 
working on your starfighters 
have surprising depth. 

Fans of the movies will 
appreciate the appearance of 
several Star Wars characters in 
some of the sequences: If you're 
unfortunate enough to be cap- 
tured by the Alliance, for ex- 
ample, you'll meet Darth Vadar, 
and the ever-faithful R2D2 is 
always along for the ride, pro- 
viding those reassuring chirps 
whilerepairing damage to your 
ship. 

OK, so you've seen great 
cinematic sequences before, 
only to be disappointed when 
you get to the meat of the game 
and find only ho-hum graph- 
ics. But X-Wing is one of those 
rare games that fulfills the prom- 


ise of those sexy introductory 
scenes. Spacecraft are sharpand 
textured, even at very close 
range. Other objects in the Star 
Wars universe — planets, gal- 
axies, and nebulae — are all 
handsomely rendered. The 
bitmap explosions are particu- 
larly well-done, with spacecraft 
erupting in a ball of fire before 
disintegrating into so much 
space debris. 

Thesound effects are noth- 
ing short of outstanding. The 


in Windows’ and DOS. From Logitech, the 
peripherals leader. At your dealer, or call 
| -800-732-3031 1 TM/® Trademarks belong to their respective owners. 
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roar of other spacecraft, 
the jolts of lasers, and the 
launching of missiles all 
add drama to the experi- 
ence. True, you really 
couldn’thearany of these 
things in space, but utter 
silence might be a bit too 
realistic. There’s also a smatter- 
ing of speech, including mes- 
sages from your wingmen. 

The musical score, based 
on the original movie sound- 
track, is pleasant without be- 
coming intrusive. If you're ac- 
customed to turning the music 
off in games, you might find 
yourself enjoying it here a little 
longer than usual. 

The game begins aboard 
the rebel flagship Independence, 
where you must acquire the 
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skills to defeat the hordes of 
Alliance spacecraft. The first 
stop for all rookies should be 
the Pilot Proving Ground, a se- 
ries of obstacle courses where 
novices learn how to fly, fight, 
and survive. Gamers eager to 
jump into the thick of things 
may choose to pass up these 
practice missions, but they’re 
an excellent way to get into the 
game. 

After you earn your wings, 
it’s off to the Historical Mis- 
sions, simulations that offer 
varying degrees of difficulty 
and complexity. Here you can 
familiarize yourself with the 


strengthsand weaknesses of the 
Alliance’s three starfighters — 
the X-Wing, A-Wing, and Y- 
Wing. You usually fly the X- 
Wing, but the other spacecraft 
are better suited to some roles. 

But to earn hero status 
you'll need to sign on fora Tour 
of Duty. Though the three tours 
can be played in any order, the 
best way to geta true feel for the 
campaign is to play them in 
chronological order. 

As all PC space-combat 
vets have come to expect, you'll 
use hyperspace travel to get to 
the mission objective. Once 
there, you can access the excel- 
lent targeting system to iden- 
tify the objectives and most dan- 
gerous threats. Weapons vary 
slightly from ship to ship, but 
all the craft have laser cannons. 
Other weapons include proton 
torpedoes, concussion missiles, 
and ion cannons. 

The most common oppo- 
nent is the TIE fighter, a famil- 
iar sight to anyone who’s seen 
Star Wars. Destroying them 
doesn’t take a lot of firepower, 
but just landing a shot is tough 
— these babies are incredibly 
maneuverable. Other craft — 
interceptors, bombers, shuttles, 
transports, assault gunboats, 


freighters, tugs, and the 
mighty star destroyer— 
are more formidable, 
and you'll need to use 
different tactics against 
each in order to emerge 
victorious. 

You'll often encounter a 
challenging mix of enemy 
spacecraft on a single mission. 
You might be ordered to de- 
stroy a fleet of freighters and 
their TIE fighter escorts, for ex- 
ample, and five minutes into 
the fray a star destroyer shows 
up to spoil the fun. 

Cockpitinstrumentation is 
attractiveand detailed, and laid 
out in a manner that makes ac- 
cessing vital information a 
breeze. You can change the dis- 
tribution of power among 
shields, weapons, and engines, 
offering a degree of control that 
makes X-Wing the thinking 
person’s shoot-’em-up game. 
The flexibility this option pro- 
vides gives the gamea strategic 
depth never before seen in 
space-combat sims: Lose your 
shields, and you can divert 
power to them by shutting 
down the laser cannons; if you 
need an especially powerful la- 
ser blast to disable a larger op- 
ponent, do you dare bring the 
shields down long enough to 
get off a shot? The realism and 
versatility of the spacecraft 
aren’t achieved at the expense 
of simplicity, how- 
ever; a joystick and 
afew keystrokes are 
allyouneed tojump 
right in and start 
blasting Empire 
starfighters. 

Missions are 
wonderfully varied. 
There are plenty of 
hair-raising space- 
dogfights — in true Star Wars 
fashion, you'reusually outnum- 
bered about three to onein these 
— but you'll also be assigned 
reconnaissance and escort mis- 
sions. And if you can survive, 
you'll take part in the attack on 
the Empire’s Death Star, flying 
into the trench just like those 
guys in the movies. 

Perfection is hard to 
achieve in any game, however, 
and X-Wing is no exception. In 
the Tours of Duty, the player is 
required to complete each mis- 
sion before moving on to the 


next one, and survival alone 
isn’t enough: if you didn’t com- 
plete the objectives you have to 
do it again. That’s not realistic, 
and it can be downright mad- 
dening when you get tosome of 
the more difficult missions. It’s 
an unnecessary frustration in 
an otherwise excellent game. 
X-Wing offers all the stuff 
you expect from a good air- 
combat simulation — 17 exter- 
nal and internal cockpit views, 
replay, promotions, decora- 
tions, and pilots whose skills 
improve with experience. 
Documentation is straight- 
forward and brief — there just 
isn’t that much needed to learn, 
play, and enjoy the game. 
There’s also quite a bit of back- 
ground material detailing the 
history of the struggle between 
the Empire and the Alliance. 
Despite the undeniable 
popularity of this category of 
computer gaming, there’s been 
a curious lack of quality space- 
combat simulations. The gap 
between Wing Commander and 
almost every other similar game 
hasbeenenormous. But X-Wing 
has closed that gap ina hurry, 
ERY 


and perhaps even edged ahead 
of its venerable rival. 

The minimum hardware 
requirements are high, but not 
uncommon: a 386 CPU or bet- 
ter,a meg of RAM, VGA, anda 
mouse or joystick. But this is 
one of those game that justifies 
making that upgrade you’ve 
been considering. Beautiful, de- 
tailed, thrilling, and immensely 
enjoyable, X-Wingisajewel that 
shouldn't be missed. 
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SPACE QUEST V: ROGER WILCO 


IN THE NEXT MUTATION 


Category: Graphic Adventure 
Publisher: Sierra 


Developer: Sierra 


Rating: Ea fa G a 


|, you could get your hands 
on a copy of Webster’s 357th 
New Collegiate Dictionary 
(copyright 3011 A.D.) and look 
up the definition of “hero,” 
you'd probably find a picture 
of Roger Wilco. Unfortunately, 
you'd probably also find his 
countenance under the entries 
for “goof,” “dork,” and “be- 


GARY MEREDITH 


fuddled.” Those 
terms don’t usu- 
ally come to mind 
when you think of 
valiant deeds, but 
our Roger some- 
how seems to 
make it all work 
— he’s stumbled through so 
many adventures now that it’s 
almost a given he'll make it 
through the next one. 

At least that was true until 
Roger crossed the path of Raems 
T. Quirk, pompousstarship cap- 
tain and owner of the worst 
toupeéin seven galaxies. Justas 
Roger was about to graduate 
from Starcon Academy with 
honors — well, as honorable as 
you can be after cheating on the 
final exam — he managed to 


in time to the 
| year 1957 on 

an expedition 

to the dark 
heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 

in the style of the serials 
of the 1940's and 50's 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


take Quirk down a few notches 
in the eyes of a beautiful and 
very familiar-looking ambassa- 
dor. That explains why he’s 
saddled with the worstshipand 
the worst crew in the fleet, ona 
mission torid the universe ofits 
refuse. Yes, Roger Wilco, hero 
to billions, savior of worlds, de- 
fender of truth and justice, is 
right back where he started so 
long ago — driver of a cosmic 
garbage truck. 

Space Quest V: Roger Wilco 


These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac- 
ters and heart stopping 
cliff-hangers. You haven't 
had this much fun since 
the drive-in days! 


Metal monsters seek your 
destruction!* 


in the Next Mutation, picks up 
where its predecessor, Space 
Quest IV: Roger Wilco and the 
Time Rippers, left off. Thanks to 
the convolutions of time travel 
inSQIV,Rogermethisson,and 
saw avision of the woman who 
would someday be his wife. It’s 
not much of a surprise that 
Beatrice, the Federation Ambas- 
sador, is the spitting image of 
his future wife, but it does tax 
the imagination to figure out 
howagarbage-scow jockey like 
Roger is going to fulfill his con- 
jugal destiny. 

Roger’s mission is to jour- 
ney to distant galaxies and pick 
up the trash that’s been left or- 
biting planets in giant plastic 
“Husky” bags. But as is his 
usual custom, he manages to 


HEY! HE*S A CUTE LITTLE 
BUGGER! | THINK ILL 
KEEP HIM. 


get mixed up in a zany adven- 
ture, this time involving genetic 
experimentation for profit. And 
forsomereasonhe’s being tailed 
by a Terminator-like robot 
known as W-D40. She’s out to 
make Roger pay fora transgres- 
sion committed in one of the 
previous Space Quest adven- 
tures, and nothing will stop her 
—nothing, thatis, butsome fast 


thinking by Roger 
involving native 
fauna on the planet 
Kiz Urazgubi. 
With a rebuilt 
W-D40 now as one 
of the dumpster 
Eureka’s crew, 
Rogerbumblesinto 
an even bigger 
mess when the 
crew of the Goliath, captained 
by his nemesis Raems T. Quirk, 
becomes infected with a rather 
nasty genetic experiment con- 
cocted by the Genetix Corpora- 
tion. Hunting down the Goliath 
and finding a way to overcome 
the genetically altered crew be- 
comes the Prime Directive. 
Along the way, you'll be 
treated to a smorgasbord of 


science-fiction references from 
literature, movies, and televi- 
sion: You'll find everything 
from “Star Trek” (both TV 
shows and all the movies) to 
2001 to the Alien films to “Doc- 
tor Who” to “TheJetsons,” with 
a little Asimov, Clarke, Niven, 
and Adams thrown in for good 
measure. You may get so in- 
volved in placing specific refer- 
ences, in fact, that you forget to 
play the game. That would in- 
deed be a shame, for like the 
previous entries in the Space 
Quest series, Space Quest V is, 
aboveall,an engrossing adven- 
ture. It’s a rare game in which 
you can be so puzzled, so be- 
wildered, and so aggravated, 
yet still enjoy yourself. As usual 
with all Sierra games, you're 
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called upon to solve problems 
by looking at things with a con- 
voluted, inverted, inside-out 
point of view. 

Your best strategy when 
entering a scene — after you’ve 
saved your game, of course — 
is to use the Lookicon to lookat 
everything. This takes a little 
patience, since you must usu- 
ally have to place the icon di- 
rectly on an object to uncover 
any information. Beyond look- 


ing, use the Walk and Action 
icons toexplore. Therearemany 
instances, such as on the planet 
Klorox II or the Genetix secret 
laboratory, where there are ad- 
ditional, important scenes that 
youaren’taware of just by look- 
ing around. And just try every- 


thing, no matter how silly or 
illogical. It might not make logi- 
cal sense to adopt a vile, acid- 
dripping, face-hugging mutant 
for a pet, but you'll be glad you 
did when you have to spring 
theship’s engineer from the brig 
in a scene right out of “The 
Trouble with Tribbles.” 

If you played Space Quest 
IV: Roger Wilco and the Time Rip- 
pers, you'll notice a decidedly 
different tone in this new series 
entry. For one thing, it’s some- 
what less raunchy than the last 


game. There are a 
number of scenes, 
such as those with 
W-D40 or the ban- 
tering with Flo on 
board the Eureka, 
that would have 
been played to the 
hilt in Space Quest IV, but are 
only mildly suggestive here. To 
be sure, W-D40 blazing away 
with her superstructure in one 
of the final scenes is none too 


subtle, but it’s a far cry from the 
dominatrix with the razor in 
Space Quest IV. 

Space Quest V seems a bit 
more linear in comparison to 
the earlier games, and the 
graphics have changed subtly. 
This is understandable, since 
only half the design team — 
The Two Guys from Androm- 
eda — remains. Mark Crowe 
hasmade Space Quest Vhisown, 
and his personality comes 
through much the way we see 
Roberta Williams (King’s 
Quest) or Al Lowe (Leisure Suit 
Larry) in their series. The graph- 
icshaveasomewhatmuted look 
that closely resembles BESS of 
Sierra’s subsidiary, [ey 
Dynamix, while re- 
taining the comic- 
book appearance of 
the other Space 
Quest games. 
(There's actually an 
EGA version of this 
game, something of 
a rarity these days.) 
Sound board own- 
ers willenjoya good 
soundtrack that’ssynchronized 
nicely with the onscreen action, 
and some digitized speech is 
tossed in to boot. 

Sierra’s icon-based inter- 
face remains one of the fastest, 


most logical around, especially 
when used with a mouse. You 
can easily access all com- 
mands, either by the overhead 
menu bar, or by clicking 
through the main commands 
with the right mouse button. 
Inventory items are a breeze 
to pick and use and, as al- 
ways, saving, restoring, and 
configuration routines are 
simple. This is high praise in- 
deed from someone who once 
thought the text-based inter- 
face was the pinnacle of ad- 


venture gaming. 

Space Quest V: Roger Wilco 
in the Next Mutation is a must 
witha capital M forany graphic 
adventure fan, especially for 
those who have so loyally fol- 
lowed Roger Wilco’s adven- 
tures. The plot has enough 
twists to challenge those who 


have boldly gone before, while 
still providing a fairly reason- 
able entree for newcomers to 
upper-level graphic adventur- 
ing. Thisoneshould keep Roger 
Wilco in the future’s history 
books — and dictionaries — for 
millennia to come. The folks 
back in Andromeda can surely 
hold their snouts high now. 


GP 
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Vy; 
ou saw the Jap ships 


first by the starshells — they 
looked tiny and white under 
the sputtering light. Then they 
lit up from the flash of their 
own broadsides. When the 
eight-inch shells from their 
cruisers started landing, they 
threw up enormous mountains 
of water, and the light from the 
other shells and gunfire colored 
them orange and red — we 


learned to take cover from those 
near-misses, because each one 
of those big beautiful water- 
spouts was full of shrapnel...later 
on, I got a good view of one of 
their cruisers — the Sendai — 
going down, she was on fire 
from one end to the other and 
part of her hull was glowing 
cherry red. Youhad to feel sorry 
for the men on board...but not 
too sorry, because if we hadn't 
gotten the drop on them, it 
might have been our ship in- 
stead.” 

I tape-recorded those 
words in the spring of 1988, in 
an interview with an old sailor 
named Leroy Nicolson who 
only had a few months to live 
and who had enlisted in the 
USS. Navy in 1942, at age six- 
teen. He was describing a night 
battle between an American 
task force of cruisers and de- 
stroyers and a more powerful 
Japanese task force that, on this 
occasion, found itself out-ma- 


WILLIAM R. TROTTER 


neuvered in the waters off 
Bougainville. Mr. Nicolson 
might have been a tad fuzzy in 
his recollections of what he had 
done a week ago, but the pas- 
sage of forty-five years had 
done nothing to dim the 
memory of that night battle. 

While playing 
through the campaign 
game in Microprose’s 
sensational new naval 
simulation Task Force 
1942, I had many 
occasions to remember 
Leroy’s description of 
the Battle of Empress 
Augusta Bay. After 
all, mostof the engagements 
off Guadalcanal took place at 
night, when both sides’ air 
power was moot and when 
the Japanese enjoyed a 
significant advantage in night- 
vision optics that more than 
compensated for the Ameri- 
cans’ crude and often poorly 
understood radar systems. 
And Microprose has used 
every trick in the book of 
computer 
graphics not 
to simply pile 
sexy effect onto 
sexy effect or 
glitz up an 
otherwise 
fairly sedate 
sort of war 
game, but to 
recreate, with 
often breath- 
taking verisimilitude, the look 
and feel of a nighttime battle 
in the deadly waters of Iron 
Bottom Sound. 

Before you fling yourself 
into this simulation, it’s worth 
your while to set up an engage- 
ment, turn command over to 
your computerized admiral, 
then switch to the Observer's 
View of the unfolding battle. 
It’s all here, just as seaman 
Nicolson saw it from his 40mm 
guntub aboard the USS Mont- 
pelier: drifting starshells, the 
enemy fleet observed in strobe- 
light fashion from the light ofits 
own broadsides, the freight- 


train arc of heavy-caliber trac- 
ers, the veritable garden-hose 
streams of lighter caliber fire, 
the chillingly beautiful erup- 
tions of waterspouts, the blos- 
som of fire and the lurch of 
ruptured steel when an enemy 
shell strikes home. 


In the night-battle scenes 
of TF 1942, Microprose has set 
a new touchstone for the 
personal war movie. It’s like 
watching all the best footage 
from Victory at Sea, only in 
color, with crunchingly effec- 
tive sound effects and the 
ability to step into the fray, on 
any ship you want, and actually 
take over firing the guns or 
launching the torpedoes. 


Players may take com- 
mand on three levels: the 
entire task force, a division of 
same-class ships within the 
task force, or an individual ship. 
Most players will probably 
want to mix and match — play- 
ing Admiral when the oppos- 
ing fleets are jockeying for 
position, then demoting oneself 
to Gunners Mate for the 
shootouts. Since naval engage- 
ments tend to be confused, vi- 
sion-driven affairs, most naval 
tactics are pretty simple mat- 
ters of setting a heading, or- 
dering a column-turn or some 
other basic maneuver, and 
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trying to get your broadsides 
in the air first (and hopefully 
more accurately than the 
enemy’s). The TF 1942 interface 
reflects this simplicity, and its 
actions are well-explained in 
the handsome documentation. 

The greatest challenge is 
the Campaign scenario, which 
covers all five months of the 
epic struggle for Guadalcanal, 
a period that saw the U.S. 
Navy engage in more pitched 
surface battles than in all its 
other wars combined. The 


Americans begin the campaign 
at a disadvantage: their night- 
time optics and training are 
markedly inferior to the Japa- 
neseand their torpedoes (atleast 
on the game’s Realistic setting) 
have neither the range nor the 
power of the dreaded Japanese 
“Long Lance” missiles. Asmore 
and better ships trickle in from 
the States, the odds become 
more even. There’s a real 
gamer’srush whenabrand new 
North Carolina-class battleship 
first comes under your 
command. 


The Campaign games are 
strangely varied. If you're lucky 
enough to sneak a major sup- 


ply convoy through to 
Henderson Field on a night 
when the Japanese aren’ tat sea, 
you can win in a matter of 
weeks. Usually, though, the 
campaign matchesits historical 
counterpart and turns into a 
brutal war of attrition. 
Historical battles cover in- 
dividual engagements in the 
Guadalcanal period and are 
mostly wild, nocturnal melees 


where victory goes to the side 
that gets in the first hits and 
keeps scoring. 


Simple mouse-clicks or 
keystrokes let you jump 
among the various battle 
stations, to the bridge, to the 
charts (to change heading, 
speed, or formation), or to 
damage control. Only in one 
aspect could this interface be 
improved: When you jump 
from the Gun Director station 
(where you do all your shoot- 
ing) to any other viewpoint, 
the game doesn’t put you back 
at the gun _ director’s 
station with the same firing 
solution you had acquired be- 
fore you left. You must waste 
precious time finding the cor- 
rect range all over again, and 
you can easily sustain lethal 
damage in the process. 

Also irritating is the fact 
that though the gun director 
will lock on and track which- 
ever enemy ship is centered in 
its sights when you access that 
station, that ship may not be the 
one you want to shoot at. If 
several enemy ships are in 
sight at one time, you may 
expend valuable time and 
shells trying to figure out 
exactly which target you 
have a firing solution on. 
Surely this problem would 
be easy to fix, making a 
superb simulation even 
better. 

There's also an odd quirk 
early in the Historical scenarios: 
countless times, even though I 
had my spotting glassesaligned 
straight down the bearing of 
the enemy fleet, the enemy 
ships did not become visible 
until after they had begun fir- 
ing. Perhaps this is meant to 
simulate the Japanese advan- 
tage in optics, but too often it 
means the Japanese get in all 
the first hits — and for some 
reason they have a dismaying 


ability to knock out one of your 
main gun turrets with their first 
salvo or two. Sometimes this 
peculiarity didn’t 
affect the battle, 
while other times it 
didn’tseem to hap- 
pen at all; but it oc- 
curred more often 
than not, each time 
leaving me with a 
sense of unfairness. 
As gripping 
as the campaign 
. and single-battle 
actions are, the really fun ele- 
ment of the game lies in creat- 
ing your own encounters with 
Custom Scenario mission 
builder. Effortless to use, this 
allows you to set up battles be- 
tween virtually any surface 
warships in either fleet. The 
fantasy possibilities are 
endless, limited only by your 
imagination: gang up ten de- 
stroyers against the super- 
battleship Yamato; have two 
battlewagons slug it out in an 
artillery duel, pit two fleets of 
destroyers against each other 
(those five-inch batteries fire 
almost as fast as you can pull 
the trigger and the visual feed- 
back when you smash a full 
broadside into an enemy ship is 
terrific!). If, for instance, you’ ve 
just suffered a humiliating de- 
feat, you can work out your 
frustrations by customizing a 
scenario that pits you, in a de- 
stroyer, against six wallowing 
enemy transportships. 


You'll need 2 MB of RAM 
and DOS 5.0 to play Task Force 
1942, as well as one of the sup- 
ported sound boards to enjoy 
the dynamic sound effects. But 
those sort of requirements are 
becoming more and more fre- 
quent nowadays, and in this 
instance they’re justified: Task 
Force 1942 does for surface ships 
what Silent Service II did for 
submarines. Magnificent! 


GP 
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P.., Eric The Unready is a 
little like going home. In this 
case, however, the “home” — 
which had its original founda- 
tions in a now-legendary em- 
pire called Zorkand acompany 
named Infocom — has been 
renovated by a masterful archi- 
tect and interior designer, re- 
sulting in a completely over- 
hauled design which still re- 
tains the spirit of the original. 

I thrilled to Zork and other 
classicInfocom adventures long 
before the arrival of point-and- 


click graphical extravaganzas. 
The beauty of those text-only 
games was in the evocative de- 
scriptions used to vitalize the 
long-abandoned mazes that 
made up the Great Under- 
ground Empire. And with mas- 
terfully woven mysteries like 
Deadline and science-fiction 
romps like Hitchhiker's Guide 
to the Galaxy, it was easy to see 
why most of Infocom’s re- 
leases were eagerly awaited. 
But when adventure games 
made a headlong dive toward 
graphics back in the heyday of 
the Apple II, text-based games 
began to look a little worn. 
And as lush, colorful, graph- 
ics became the rule of the day, 
it was clear that the days of the 
text adventure were at anend. 


BERNIE YEE 


But the graphic adventure 
format clearly sacrificed the 
complexity of both narrative 
and puzzles in favor of good 
looks and maximum playabil- 
ity. Indeed, only now are 
graphicadventuresincorporat- 
ing the same level 
of depth of games 
like Zork — thanks 
in no small part to 
Bob Batesandsome 
wise Infocom refu- [E= 
gees, who founded [és 
Legend Entertain- ff 
menttocarry onthe fie 
quest forliteratead- |<” 
venturing. : 

Like its fa- 
mous ancestors 
(both Zork and 
Legend's Spellcasting series), 
Eric the Unready takes youintoa 
medieval fantasy world which 
has more in common with 
Monty Python and the Holy Grail 
than Mallory’s Le Morte 
d’Arthur. The game chronicles 
the adventures of Eric, a most- 
unlikely hero whostumbles into 
success in much the same way 
you and I stumble into furni- 
ture in the dark. 

Eric The Unready opens 
with a lighthearted mini-quest 
— Eric must lift the curse on a 
farmer’s daughter who’s been 
turned into a sow. Naturally, a 
kiss is in order to reverse the 
effects of the curse, butstrangely 
enough the pig has other inten- 
tions, and scampers into an out- 
house. After re- 
trieving the pig 
from the privy (an 
unfortunate en- 
counter which 
leaves Eric in less- 
than-fragrant 
form), Eric learns 
the hard way that 
there was no curse 
after all, and pro- 
ceeds to incite the 
farmer's cows to stampede af- 
ter the herd gets a whiff of him. 

This little escapade is of no 
consequence to your main 
quest, but it’s a great example 
of the excellent game design 


evident through Eric and other 
Legend titles: not only does this 
small puzzler acquaint new- 
comers to an unfamiliar inter- 
face and game system, but it 
also showcases some of Eric’s 
considerable “talents.” And it 
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provides some immediate 
comic relief and positive rein- 
forcement by letting a gamer 
successfully solve a fairly easy 
puzzle before jumping into the 
duck pond. 

Eric’s in no condition to 
meetroyalty after thestampede, 
so of course the first person he 
encounters is none other than 
the king’s beautiful daughter. 
When the princess gives him a 
lift in her private coach, in fact, 
she takes a fancy to Eric and his 
uncomplicated ways. But 
wouldn’t you know it — just 
when it looks as though Eric’s 
luck has changed, the princess 
is kidnapped and the king is 
prophesied to die. And of all 
the heroic knights who could 


be chosen to find the princess, 
bumbling Eric gets tagged for 
the job. As you ready yourself 
for your mission, you discover 
— with the help of a boozing, 
sports-watching wizard — that 
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there's a conspiracy behind the 
princess's kidnapping, and that 
Eric has been handpicked to 
fail. 
You're off to a wide vari- 
ety of locales — including a 
nostalgic trip to the front door 
of the Great Underground Em- 
pire, complete with the actual 
text from the opening of Zork I 
— as you guide Eric on a race 
against time to rescue the prin- 
cess before her father croaks. 
is Once you leave an area you 
aif can’treturn, but then again you 
can’t leave until you've solved 
the puzzle. There are all sorts of 
mini-games scattered through- 
out Eric, such as the Concentra- 
tion-style card game where you 
compete against a carnival shy- 
ster. You need to win these 
games to continue adventur- 
ing, but thankfully none of 
Ps themare particularly difficult. 
gf The silly and pointed hu- 
2 mor of Eric creator Bob Bates is 
ae constantly evident throughout 
fe the game, as is Legends excel- 
lent sense of plot pacing. Eric is 
loads of fun to play from start to 
finish, and makes a strong case 
for typing sentences rather than 
relying on the ubiquitous point- 
and-click simplicity of most 
other adventures. The plot is 
advanced by a number of ani- 
mated cut scenes, and sound 
provides a subtle background 
enhancement to the game at- 
mosphere. 
The main game screen is 
an elegant mix of graphic im- 
ages and textual descriptions. 
A compass rose indicates in 
which directions you may 
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or sit through an incredibly boring 


presentation on vacation real estate.” 


move, while roughly a third of 
the screen is used for a graphic 
showing Eric’s surroundings. 
But while the pictures are quite 
pretty (though rather small in 
the 800x600x16 SVGA mode), 
Legend betrays its Infocom 


roots by surrender- 
ing a major portion 
of the screen to a 


superbly written 
description of your 


surroundings, fol- 
lowed by that old 


familiar text 
prompt. Legend’s 
sophisticated text 
parser and large 
vocabulary are 
here in full glory, but in a bow 
to gamers weaned on simpler 
graphic adventures, a list of 
applicable verbs and nouns are 
provided for your reference. 
Youcanuse your mouse to 
build a command by clicking 
on a series of words, graphic 
elements, or a combination of 
both. One way to tie the rope to 
the hook in the outhouse, for 
example, is to click on 
Tie in the verb list, then 
on Rope in the list of 
nouns, then on To 
(prepositions pop up 
when needed), and fi- 
nally on the hook itself. 
This interface qualifies as 
point-and-click, butonly 
barely, and typing is still 
the optional way to in- 
put commands. Since 


objects you can see in the 


graphicimage can’t be manipu- 
lated via the mouse, the word 
list comes in mighty handy 
(though grizzled adventurers 
will appreciate the option to 
toggle off the list). 

Those in search of a flash- 
back to simpler times can toggle 
off everything but the text de- 
scription; the description tells 
you of all important objects ly- 
ing around, so you know ex- 
actly what you can pick up or 
use. As in Zork, the only useless 
word in Eric’s vocabulary is the 
word “help” — ask for it, and 
all you'll receive is a little scorn 
and sarcasm. Online help, as in 
the latest Access games, would 


be nice, but half the fun is typ- 
ing in commands that lead to 
silly responses. 

Legend has earned a solid 
reputation for designing clever, 
challenging puzzles, and Eric is 
no exception. Nearly all of the 
puzzles are logically designed 
and downrightfunny, so there's 
noneed to stumble around and 
flail for solutions. The clues you 


its of the ferrous uhool 
lcwngies tn front of you. Sou see a Inver bere. 


needa are always there; you just 
need to be methodical in your 
deductions. 

Eric the Unready is proof 
positive thata company canaim 
for the high road and still pro- 
duce a game that appeals to the 
entire range of adventure 
gamer. If you haven’t tried a 
Legend adventurebefore, here’s 
a perfect opportunity — you'll 
find Eric a much more satisfy- 
ing workout for your mind and 
your funny bone than its pretty 
competition. 
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GS enerally speaking, 


flight-sim fans come in two va- 
rieties: the gamer who likes to 
getinto theair quickly and shoot 
at stuff, and the air-combat 
junkie who likes absolute real- 
ism and perfect flight models 
that take weeks to master be- 
fore he can get into the air and 
shoot at stuff. MicroProse’s 
hugely popular F-15 Strike Eagle 
II catered mainly to the load- 
and-go crowd, but with F-15 
Strike Eagle III MicroProseis try- 
ing to appeal to both camps. 
The results are at times mixed, 
but one thing is certain: what- 
ever its flaws, Strike Eagle III is 
the only sim able to give the 
ultra-realistic Falcon 3.0 a run 


I evensurpasses Falcon in sev- 
eral areas. 

With the first two install- 
ments in the Strike Eagle series, 
MicroProse didn’t strive to 
model every nuance and intri- 
cacy of actual jet flightand com- 
bat. Both were basically arcade 
games with an attitude, offer- 
ing average consumers a plau- 
sible level of realism without 
forcing them to take on all the 
chores such authenticity nor- 
mally entails. But spurred by 
the success of Spectrum 
HoloByte’s Falcon 3.0 — which 


T. LIAM McDONALD 


at its most complex 
levels offers the most 
realistic flight mod- 
els available aside 
from multimillion 
dollar military train- 
ing devices — 
Microprose pushed 
the envelope in de- 
veloping the latest 
installment of its 
most popular simulator. Real- 
ism became the new goal: they 
were going to do for the F-15 
what Falcon did for the F-16. 
Since these two planes are radi- 
cally different in design and 
purpose, the result would — at 
least in theory — complement 
Falcon rather than compete di- 
rectly againstit. Butin thesmall 
world of jet-combat sims, com- 
parisons are unavoidable. 

The actual F-15 has been 
through several design over- 
hauls since its introduction in 
the early ’70s. Strike Eagle III is 
modeled upon the F-15E, the 
most recent design and the one 
in which the proven air-to-air 
capabilities of previous versions 
were coupled with the en- 
hanced ground-strike capabili- 
ties ofa two-seater jet. Improved 
avionics and the addition of a 
Weapons Systems Officer 
(“Wizzo” for short) give the E 
model the ability to penetrate 
enemy territory at very low al- 
titudes and neutralize targets 
quickly and efficiently. Unlike 
the nimble, single-engine F-16, 
which is primarily an air-supe- 
riority fighter, the F-15E 
(dubbed the “Mud Eagle” for 
itslow-altituderole) isa double- 
engine beast with a lethal air- 
to-ground payload — and sev- 
eral tons more weight. Ergo, it’s 
abitless maneuverable in close- 
quarters combat. 

That's why Strike Eagle III 
leans more on the strategy of 
air-to-ground missions than the 
flashy dogfighting of Falcon. The 
game starts with a gorgeous 
animation sequence (the graph- 
ics during gameplay never look 
as good as the intro, a some- 
what annoying trait becoming 


increasingly commonplace 
among PC games). You're then 
dropped straight to the Hangar 
screen, from which youcancon- 
trol modem play, select mis- 
sions, set flight models, head 
out immediately on a Quick 
Flight, and begin and continue 
careers. There’s more thana hint 
of Falcon here, but the interface 
is easier to navigate, thanks to 
its clean, uncluttered design. 

Realism can be set at one 
of four genericlevels (from Easy 
to Extreme), but you can also 
choose Standard or Authentic 
settings for each of twelve op- 
tions such as flight model, 
weapons effectiveness, dis- 
plays, radar, etc. Some settings 
simplify the displays a bit or 
cause the enemy to react more 
slowly, but the game doesn’t 
become an arcade-style shoot- 
‘em-up when settings are on 
Standard: it just makes the Ad- 
vanced mode more accurate 
and challenging. 

Your start your career as a 
second lieutenant, flying mis- 
sions in Korea, the Persian Gulf, 
or Panama. Each theater offers 
its own challenges: The hills of 
Korea and Panama help mask 
the plane from enemy radar but 


make low-altitude flight a bit 
tricky, while the flat deserts of 
the Gulf mean that you don’t 
have the option of evading a 
radar signal by dodging behind 
a mountain. After selecting a 
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theater, you may tackle Single 
missions or enter the Campaign 
mode. While the missions are 
well-structured, interesting, 
and diverse, the Campaign 
modeisrather uninspired. More 
on this later. 

Before each sortie you head 
to the Briefing Room to be as- 
signed Primary and Secondary 
targets, receive intelligence on 
suspected threats and enemy 
preparedness, and view maps 
with fly-by pictures of the tar- 
gets. From there it’s off to 
Loadout, where you can accept 
the default weapons load or 


tractive screen displays the 
plane with all the weapons laid 
out before it; just click ona type 
of ordnance to see its character- 
istics and weight. When you're 
happy with the payload, it’s 
time for takeoff. 

Once you’re in the air, it’s 
clear that Strike Eagle Ilis more 
attractive than Falcon. Theshad- 
ing and texturing of the poly- 
gons, the bitmapped explo- 
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sions, and the level of terrain 
and target detail are a far cry 
from Falcon's flat polygons. At 
first it all looks a bit odd, some- 
what messy and unattractive 
when compared to the “clean” 
polygons of other air-combat 
sims. The ground looks as 
though it’s been sprinkled with 
green or beige confetti that’s 
constantly shifting in a stiff 
breeze. 

On slower computers (in- 


cluding my 386/40 with 
8 megs of RAM) the 
frame rate is inad- 
equate to properly pro- 
cess these graphics, and 
theresultisamixed bag. 
My initial impression, 
in fact, was that Strike Eagle III 
wasjust plain ugly. Butit grows 
on you after a mission or two, 
and uponreturning to themuch 
cleaner but less detailed graph- 
ics in Falcon, there’s no getting 
away from the simple fact that 
Microprose wins the visual con- 
test hands down. The Eagle it- 
selfis beautifully rendered, and 
weapons delivery simply looks 
better and more realistic than 
Falcon. The same bitmapped 
explosion is used regardless of 
the target you’ vedestroyed, but 
it’s a fairly attractive one and 
better than what Falcon offers. 
After each flight, a “video” re- 
cap of the mission provides a 
slick replay of hits and misses. 

Butareally great flightsim 
is more than just good looks: it 
stands or fall onits flight model, 
and here Strike Eagle III is a vast 
improvement over Strike Eagle 
II. Handling is more unforgiv- 
ing, and payload weight affects 
maneuverability more accu- 
rately. It still isn’t what we’ve 
come to expect from the incred- 
ible realism of Falcon, 
but it’s darn close — 
and in the long run 
makes for a more ac- 
cessible sim-ulator, 
with a degree of chal- 
lenge and accuracy 
exceeded only by Fal- 
con. In Authentic 
mode, the electronic 
warfare systems and 
weapons delivery 
modes are tricky to 
master, but not so 
much so that they’re 
intimidating to 
gamers who just want to jump 
in and get down to business. 
Finding the enemy, locking on 
the target, keeping your six 
clear, and dodging ground 
threats make Strike Eagle III 
more difficult than your aver- 
age sim, yet it never becomes 
the slave to authenticity that 
Falcon is. 

There are several impor- 
tant areas where Strike Eagle III 
is plainly outclassed by Falcon: 


training, documentation, mis- 
sion depth, mission construc- 
tion, and squadron control. The 
documentation is needlessly 
confusing, and the absence of a 
“Red Flag” training and mis- 
sion construction mode — the 
feature thatmakes learning Fal- 
con a snap — are sore points 
indeed, resulting in a learning 
curve that’s steeper than it 
should be. Unlike Falcon, where 
you feel that the success or fail- 
ure of each flight could affect 
the course of the war, the mis- 
sions in Strike Eagle II almost 
seem to exist ina vacuum. You 
won't find wingmen or squad- 
rons in Strike Eagle III, and the 
single-plane missions make it 
seem as though it’s just you 
against all the enemy forces. 
The Campaign mode has the 
feel of single missions strung 
together, witha loosely defined 
goal that’s either achieved or 
not. Onthe plusside, Strike Eagle 
III at least gives you the choice 
to fly single Career missions, 
unlike the forced campaigns of 
Falcon. 

F-15 Strike Eagle III doesn’t 
have all the bells and whistles 
of Falcon, but what it does have 
isimpressive indeed, and while 
its failings may be vexing, its 
successes are noteworthy. De- 
livering a realistic-feeling com- 


bat sim that’s also fun and easy 
to use is no small feat, but 
Microprose has certainly pulled 
it off. F-15 Strike Eagle III is a 
terrificsimulation, with features 
sure to appeal to PC pilots from 
novice to ace. 
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t’s a safe bet that there’s a 
goodly number of veteran ad- 
venturers out there who have 
had their fill of orcs and ogres, 
wands and wizards, and all the 
other trappings of the FRP 
genre. And who can blame 
them? A steady diet of warmed- 
over Tolkien can grow boring, 
nomatter how artfully it’s pack- 
aged and prettied up. 

In all likelihood, fantasy 
will remain a staple of the mar- 
ket for the foreseeable future. 
Still, gamers hungering for 
something different have rea- 
son for optimism. Slowly but 


surely, publishers are awaken- 
ing to the possibilities in some 
of fantasy’s sister genres, most 
noticeably in the field of horror. 
The last few years, in fact, have 
seen horror come into its own 
in the PC gaming world, with 
titles such as Elvira I and II, 
Alone in the Dark, Dark Seed, and 
The 7th Guest leading the way. 
To this growing list can now be 
added Veil of Darkness, devel- 
oped by Event Horizon Soft- 
ware and published by SSI. 
As might be expected, the 
move from fantasy to horror 
has not involved a radical re- 
thinking of the form (although 
The 7th Guest might change all 
this). A game like Elvira, for 
instance, simply took the first- 
person perspective of the dun- 
geon crawl and added some 
gory graphics and campy hu- 
mor to create the right kind of 
spine-tingling ambiance. In Veil 
of Darkness (VOD), the formatis 
even more derivative because 
the game was developed by 
Event Horizon, the team that 


VEIL OF DARKNESS 
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produced The Summoning for 
SSI. Event Horizon tinkered a 
bit below the hood, but the en- 
gine driving VOD is almost 
identical to one found in The 
Summoning. 

Like its predecessor, VOD 
is a one-character affair. The 
game casts you in the role of a 
cargo-plane pilot who crash- 
landsinaremote Transylvanian 
valley, circa 1930. And every- 
one knows that Transylvania is 
synonymous with that most 
feared of supernatural crea- 
tures, the vampire. Sure 
enough, this particular valley is 
under the thrall 
of a vicious 
vampire called 
Kairn, a 16th- 
century Ruma- 
nian nobleman 
who embraced 
the black arts 
out of hatred of 
his father and 
in doing so be- 
came one of the 
undead. 

VOD includes all of the 
handy little features that made 
The Summoning such an ease to 
play. A perfect example of such 
a feature is the way the pro- 
gram maintains a text file of all 
NPC conversations, which can 
later be edited or printed out 
on paper. (you can also create 
hard copies of maps). But be- 
yond simply reproducing The 
Summoning’s good points, 
VOD proceeds to improve on 
the design inanumber of ways. 
The graphics are noticeably 
better, with the various scenes 
and locales drawn in much 
richer, more detailed fashion. 
Indeed, the artwork in VOD is 
more ona par with what you’d 
find in a graphic adventure 
than in your standard FRP 
romp. 

The game also offers an 
elegant solution to the prob- 
lem of perspective in indoor 
scenes. Programs like The Sum- 
moning and Origin’s Ultima 
games basically provide you 
with an overhead view much 
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like you’d get if someone 
ripped the roof off the build- 
ing. VOD, in contrast, uses a 
much moreaesthetically pleas- 
ing scheme. For interior shots, 
the walls closest to the viewer 
are simply eliminated alto- 
gether. The effect is akin to 
that of looking at a stage set 
from a balcony seat in the the- 
ater. 

“User-friendly” is a term 
that reviewers tend toinvokea 
bit too frequently these days, 
but in VOD’s case the phrase 
fits — and not only for the 
excellent interface. While the 
typical adventure game can be 
as vindictive as a TV gangster 
—makea mistake and it’s cur- 
tains — VOD takes a more be- 
nevolent approach. Failure to 
solvea puzzle or make theright 
connection might prevent you 
from progressing to the next 
part of the story, but there’s 
none of the irksome “oops, I’m 
dead, time to restore,” shtick 


that’s endemic to the other 
games of this sort. 

Combat is handled in a 
manner almost as benign as the 
restof play. Combatoccurs only 
invery selected locations, and if 
an encounter turns sour, you 
can literally walk away from 
your foes. What’s more, if the 
prospects of even infrequent 
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clashes with the creatures of the 
night seem like too much of a 
nuisance, youcanstack theodds 
in your favor by choosing to 
fight all battles at a lower diffi- 
culty level. In other words, prob- 
lem-solving — not swordplay 
— reigns supreme here. 

The object of VOD is, of 
course, to kill Kairn. But before 
you can confront him you'll 
need to perform well over a 
dozen intermediate tasks, all set 
forth in the “prophecy” that 
foretells of Kairn’s eventual 
demise. Game play itself is 
tightly scripted. Although your 
quest will take you to numer- 
ous locations within the valley, 
you Illearn of them only gradu- 
ally. Some will be revealed by 
NPCs when you perform cer- 
tain deeds for them; others 
you'll pickup from theidle chat- 
ter of the regulars at the inn 
(who functionasa sort of Greek 
chorus, commenting on recent 
developments and driving the 
plot forward). 

VOD's congenial nature 
extends to all aspects of the de- 
sign save one: the puzzles, 
which are decidedly more 
fiendish than friendly. Some 
clues are rather obvious, but 
this makes the subtle ones all 
the harder to tease out. In gen- 
eral, as you explore the envi- 
rons and encounter various 
NPCs, you need to keep a close 
watch for slightly unusual de- 
tails, no matter how mundane 
they might seem. See someone 
smoking a pipe? Then it’s prob- 
ably a good idea to ask him 
about it, as your inquiry might 
net a meaningful response. In 
my opinion, some of the puzzles 
require intuitive leaps that 
stretch the bounds of fair play, 
but then again I was never very 
good at riddles. 

As a computerized scav- 
enger-hunt, VOD proves quite 
enjoyable. Butif you're the kind 
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of person who likes a side order 
of story with your plateful of 
puzzles, you're likely to come 
away less than satisfied. The 
designers doggedly try to set 
the scene with a short story in 
the manual, but this material 
fails to connect with the situa- 
tion in the game. The story de- 
scribes in lengthy and rather 
histrionic terms how Kairn 


came to assume his present 
form, followed by an epilogue 
explaining that Kairn has been 
luring brave men such as your- 
self into the valley for centuries, 
secretly hoping that one will be 
resourceful enough to over- 
come him and so end his tor- 
tured existence. I’m sorry, but 
the notion of a vampire with a 
death wish doesn’t strike me as 
a very compelling premise. 
Ifthe gameis short on plot, 
it’s also weak on character and 
atmosphere. NPCs serve as 
mere talking heads, and what 
passes for conversationin VOD 
is loaded with an almost stupe- 
fying amount of banalities and 
trivia. Other elements of the 
game are simply silly, such as 
the peasant farmer you run 
across who sounds like one of 
the Beverly Hillbillies. It's obvi- 
ous that the designers did not 
perform one shred of research 
for the game, orif they did, they 
managed to hide this fact pretty 
effectively. Perhaps these ex- 
pectations are unrealistic, but 
historical detail can enrich and 
enliven a game, as a title like 


Darklands so vividly demon- 
strates. VOD’s milieuis so flim- 
sily constructed that you can 
almost imagine the designers 
winking at you as the absurdi- 
ties pile up. 

Most troubling of all, the 
game shows little appreciation 
ofhow horror worksas opposed 
to fantasy. In fantasy, the quest 
format has been (and still is) 
part and parcel of the whole 
genre from Tolkien onward. But 
inhorror,a different dynamicis 
involved — the protagonist is 
nota hero ona hunt, but rather 
an unwitting accomplice, 
caught in a snare of fear and 
dread. What makes horror so 
compelling is that it presents a 
vision of the universe unexpect- 
edly — and usually inexplica- 
bly — turned malignant. Un- 
fortunately, VOD appears blind 
to all of this. There’s no sense of 
menace or even mystery in the 
game. As for Kairn, he’s noth- 
ing more than your standard 
computer game fall-guy, wait- 
ing for the hero to turn up at his 
lair and dispatch him. VOD’s 
designers can call their game 
horror if they like, but to my 
mind it’s simply fantasy with 
different costumes and props. 

In the final analysis, Veil of 
Darkness is so much candy for 
the brain: tasty candy, no doubt, 
butcandy nevertheless. Yes, it’s 
challenging, but in the same 
way a crossword puzzle can be 
challenging — purely asamen- 
tal exercise. It certainly leaves 
your emotions untouched, and 
emotion is arguably the single 
most important ingredient in 
creating a true sense of horror. 
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W.. it’s true that the lat- 


est generation of flight simula- 
tions has reached new and in- 
credible levels of realism, the 
idea itself is beginning to wear 
a bit thin. New and improved 
versions of old standbys, repli- 
cations of different planes, new 
combat theaters and scenery 
modules; no matter how excit- 
ing toPC pilots, they’reall varia- 
tions on the same theme — get 
your helicopter/jet/prop 
plane/blimp into the air and 
steer around looking for people 
toshootorinstallations to bomb 
—with judgment of each prod- 
uct based considerably more on 
execution rather than concept. 

But Disney Software is out 
to shake up the PC-flight com- 
munity with a product which, 
at first glance, seems a tad silly: 
Stunt Island, which lets you 
“shoot” and “edit” computer- 
ized “films” of stunt flights. 

Of course, it turned out not 
be silly at all. In fact, it’s one of 
the mostinnovative flightsimu- 
lators ever produced. 

Stunt Island is a small, 
apocryphal place off the coast 
of Southern California which, 
the story goes, was purchased 
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by the major studios as a place 
to shoot high-risk stunts with- 
out messy things like adminis- 
trative work or safety precau- 
tions. It’s a hoot of a concept, 
especially the part about all the 
studios agreeing to purchase the 
place together, as though stu- 
dios could agree on a shade of 
wallpaper, much less owner- 
ship of an island. 

The island is shaped like a 
blown-out volcano, with 
sprawling hills, plains,and bays 
serving as the sites for several 
dozen sets. Stonehenge, Los 
Angeles,smalltowns, stadiums, 
tunnels, seaports, the UN, 
Hoover Dam, Alcatraz, the 
Golden Gate Bridge, a castle, 
and many other locales litter 
the countryside like crumbs left 


the center of it 
allis the StuntIs- 
land port and 
administrative 
buildings. Upon 
entering the 
port, you're 
greeted with an 
interface con- 
sisting of jungle 
paths, complete 
with signposts 
directing you to post-produc- 
tion facilities, the landing strip, 
the production office, and so on. 

So what can you do with 
Stunt Island? Plenty. Youcan fly 
any one of 45 aircraft, including 
jets, prop planes, hang gliders, 
ameteor,a duck, and other odd 
craft; try performing 32 specific 
stunts, either as part of a stunt 
competition or just for kicks; 
film these stunts from a wide 
assortment of camera angles; 
editand replay thesestunts with 
asophisticated screening facility; 
and design your own stunts us- 
ing a powerful set-design utility. 

That’sa lot for one game to 
offer. In fact, it may be a bit too 
much, as some parts of the pro- 
gram are certainly weakened 
by all this demand. 

You can get up and flying 
quickly by selecting one of the 
stock missions in the Stunt 


behind by negligent giants. At 


Coordinator’s office. There’s 
plenty of variety here — trick 
landings, barnstorming, com- 
bat, rescues, crashes, and other 
fun, elaborate stunts to fly and 
film. The trick is getting it right 
in the fewest takes, since each 
take costs money. Some stunts 
place strict demands on speed 
and altitude — on “hitting the 
mark,” so to speak — and if 
these aren’t met the stunt is 
considered a failure and must 
be performed again. 

The game handles the ac- 


tual flight sequences much as 
any other simulator. You steer 
with the joystick, raise the land- 
ing gear, fire weapons, control 
speed, etc. Whether it’s ajetora 
duck that’s being flown, the 
controls are pretty much the 
same, and herein lies the prob- 
lem at the core of this otherwise 
excellent game. Simply put, the 
flight model is terrible. All the 
aircraft handle with the grace 
and finesse of a mud pig, and 
the slightest pressure on the 
stickcan resultin bewilderingly 
sharp turns. Sim buffs accus- 
tomed to the accuracy of other 
programs will have to adjust to 
the way these craft handle 
(players new to computerized 
flight, of course, won't be faced 
with the problem of unlearning 
any flight dynamics). 

The problems with the 
flight model are, of course, due 


to the fact that there are 45 very 
different craft to choose from. 
Some do behave uniquely, but 
only subtly in terms of speed, 
effects of turning, and lift. It’s 
not easy to create a program 
that handles an airliner and 
pterodactyl with the same 
mechanism, so the problem is 
understandable. Still, it keeps 
Stunt Island from being a supe- 
rior simulator, and this is some- 
thing of a shame. 

Much of the real power of 
this program is concentrated in 
its editing and set-design utili- 
ties. When flying a stunt, eight 
camerasarerolling,andregard- 
less of whether a flight is suc- 
cessful, you can save each take 
and then edit them together at 
the Editing Deck (there’s also 
an option to let the computer 
edit the film for you). The Edit- 


ing Deck can control all eight 
shots at once, allowing you to 
replay each, sort them, and then 
decide which angles are best 
and how they should bespliced 
together. 

It'sacrash course in mise en 
scene, and definitely not simple 
tomaster. Digital readouts time 
the shots and allow insertion of 
new cuts. The editing deck con- 
sists of playback and recording 
decks, sitting side by side 
onscreen. Use the playback deck 
to view the raw footage from 
however many cameras you 
chose to use for that stunt; the 
destination deck allows you to 
save an edited sequence before 
inserting sound effects and 
music. Fades, freeze frames, 
insertions of footage, title se- 
quences, color control (you can 
make the film black and white 
if you like), and speed (for slo- 
mo or superfast images) can all 
be manipulated on the destina- 
tion deck. There’s a lot to do 


here, and while it’s no breeze to 
use, the entire process is fairly 
user-friendly, thanks mainly to 
the excellent design of the con- 
trol panels. 

Even more powerful than 
the editing deck of Stunt Island 
is the Set Design department. 
This is where you pick 
a spot on the island to 
place up to 40 objects 
(from over 800!), creat- 
ing sets for your own 
stunts or modifying 
existing ones. A large 
part of the Set Design 
screen is occupied by a 
map of the island that 
designates just where 
objects are being 
placed. A helpful 
foldout map is in- 
cluded with the game; use the 
coordinates on the map to 
quickly plop an object on the 
exact location where you want 
it. Sliders for tiltand orientation 
are used to control the facing 
andaltitude of the viewing win- 
dow, which can be zoomed up 
closeand down to ground level. 

Beneath a 
smaller screen to 
the right are 40 
slots, each of 
which is used for 
selection of one 
of the many 
props, cameras, 
buildings, ve- 
hicles, people, or 
other objects. The first slot is 
always occupied by the aircraft 
being flown, all therest are open 
for up to eight cameras or 39 
items. Grouped into various cat- 
egories, the items include ev- 
erything from an A6E Intruder 
toyour choice ofa pinkorbrown 
pig. You can even select which 


way the pig (or the Intruder, for 
that matter) is facing, how high 
itis off the ground (flying pigs!), 
the speed at whichit’s traveling 
(that pig just broke the sound 
barrier!), attach a tracking cam- 
era to it (Hog-Cam!), or make it 
do several other things that no 
self-respecting pig should have 
to do. 

There are dozens of pro- 
gramming variations available 
— you can make objects ex- 
plode when they come withina 
certain proximity of other ob- 
jects, make them follow cues, 
assign camera angles to them, 
and understand complex If/ 
Then clauses to trigger events 
—thisisone powerful construc- 
tion set. I’m working ona scene 
in which my commando duck 
has to prevent a kamikaze cow 
from blowing up Stonehenge, 
while being harassed by a UFO 
and ground fire from Castro 
insurgents. 

Though the planes are 
awkward to fly, you'll get ac- 
customed to the controls over 
time, and there’s just so much 


to delight in with Stunt Island 
that it’s hard to gripe much 
about that drawback. Set aside 
a chunk of your hard drive for 
this one, because chances are 
you'llbecoming backtoitagain 
and again. 
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Ee find yourself longing 
for the good old days? I’m not 
talking about nickel Cokes, big 
bands, or the days of the iron 
horse. Imean the good old days, 
when mortals were atthe whim 
of a bunch of gods who knew 
how to havea really good time. 
Ruination, famine, utter de- 
struction — you name it, and 
there was a petulant super be- 
ing withacorner on the market. 


Now you can return to those 
glorious days in Populous II: 
Trials of the Olympian Gods. 

As with the original Popu- 
lous, you try to gain control ofa 
succession of worlds by being a 
little quicker, a little smarter, 
and sometimes a little more 
ruthless than your opponent. 
You must instruct your sub- 
jects, or walkers, to settle and 
populate each new world, pre- 
venting your counterpart’s 
walkers from gaining a foot- 
hold. And again you have at 
your disposal powers only 
dreamed of by mortal man. 

Populous pitted you as a 
generic “good” god against the 
“bad” god; in Populous II you 
battle it out against mythic 
Greek deities. If you’re good 
enough, you'll eventually 
tangle with Zeus himself. And 
to successfully battle these fel- 
lows, you'll need to take strate- 
gic advantage of the new pow- 
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ers which gradually become 
available to you: lightning bolts, 
tornadoes, plagues, blights, fire 
storms, and more have been 
added to the volcanoes, 
swamps, floods, and earth- 
quakes you could control in 
Populous. Your actions aren’t 
all destructive; you can do 
things like plant flowers and 
trees to increase your follow- 
ers’ prosperity and happiness. 
But despite the lofty Olym- 
pian setting, Populous II is a 
much more personal game than 
its precursor. Take, forinstance, 
your choice of a face. When cre- 
ating your deity, you “build” 
his countenance (there doesn’t 
seem to be any option to create 
a goddess) with a mixture of 
“good,” “bad,” and “neutral” 
features. What's more, the face 
you construct determines how 
opponents will react to you. 
Though you'd probably like to 
think of yourself as completely 
good, there are advantages to 
being at least partially bad. A 
ruthless nature definitely 
comes inhandy when youneed 
to pillage and destroy quickly. 
Many of the basic precepts 
of Populous are intact in the se- 
quel,suchas manipulating your 
papal magnet to best advan- 
tage or knowing what 
commands (gather 
and settle, attack and [™ 
settle, go to magnate, 
go to leader, etc.) to 
issue. Preparing land 
forsettlement, by rais- 
ing or lowering it, is 
also an integral part FF 
of your strategy. (You 
can do this manually, 
or let the computer 
handleit.) Theactions 
you're able to perform are still 
dictated by your levelofmanna, 
or power; early in a game just 
leveling land requires a sub- 
stantial amount of the stuff. 
Besides the new powers, 
one of the most entertaining 
enhancements is the ability to 
convert your people’s leader 
into one of the heroes of Greek 
mythology. All your faves are 


here: Odysseus, Perseus, 
Heracles, and even Helen of 
Troy, who uses her beauty to 
lure opposing walkers to a wa- 
tery death. 

The mouse-driven inter- 
face is almost identical to the 
first game, but graphic options 
now let you choose between a 
very handsome high-res 16- 
color display and a standard 
256-color display. There's alsoan 
option to remove the graphic 
shell for a much larger view of 
the action. The walkers in 
Populous were fairly generic; 
now you can make out women, 
old men, brave warriors, and so 
forth. 

The sound effects are 
great, if you have one of the 
supported sound boards. (A 
word of advice — to hear some 
of the really low frequencies on 
the soundtrack, use some good 
headphones, or run the output 
into a sound system with some 
fairly large speakers.) The 
game requires expanded 
memory, and to avoid choppy 


animation you'll need a very 
fast 286 or better. 

Like its predecessor, Popu- 
lous Il: Trials of the Olympian 
Gods is a deep and entertaining 
game, with enough variety to 
keep you striving for a place in 
the pantheon of Mount 
Olympus for eons to come. 
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M, first reaction after 


loading Caesar could be 
summed up in two words: Sim 
Rome. That’s understandable, 
since Caesar is essentially a game 
in which you build cities from 
the ground up to win the favor 
of Rome, and eventually the 
title of Caesar. There’s also a 
dash of Civilization in the stew 
—empire-building is the key to 
winning — but this is a city- 
building gameall 
the way. 

Caesar brings 
the entire city/ 
world-building 
subgenre back to 
its real-life roots: 
ancient Rome. 
The Roman cities 
— artfully de- 
signed around fo- 
rums, plazas, 
baths, workshops, and with 
their intricate road networks, 
sewage, aqueducts, and elabo- 
rateentertainments— provided 
the model for many that fol- 
lowed. Industry, fortification, 
education, and even amuse- 
ment were crucial elements in 
the growth of civilization, and 
Caesar captures this mixture 
quite nicely by putting the 
player in the combined posi- 
tion of governor, general, econo- 
mist, and urban planner. 

There aren'ta lot of factors 
affecting the difficulty level in 
Caesar — it’s basically a ques- 
tion ofhow muchmoney you're 
allotted to begin construction 
of your city. In the easy game, 
it’s 8000 denarii; at the most dif- 
ficult level you're given about 
enough to buy a pig and builda 
hut. A sprawling map of the 
empire greets you as the pro- 
vincial scrubland is randomly 
generated. Though the graph- 
ics aren't drop- dead gorgeous, 
they’re perfectly acceptableand 
serve the game quite well. 

You rule on two levels: the 
province and the city level. The 
larger province level depicts the 
total boundaries of your gover- 
norship. A centralized city with 
a single cohort (army) is the 
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nexus point for four smaller 
hamlets and a crossroads con- 
necting your province to the 
rest of the empire. On this level, 
highways, great walls, forts,and 
other massive projects are un- 
dertaken. 


Connecting the hamlets 


and the crossroads to the major 
city increases trade and pros- 
perity, but also tends to bring 
barbarians to the gates. During 


battle, you can command your 
army to assume one of four for- 
mations ora full retreat. (Caesar 
willbelinked with Impressions’ 
upcoming Cohorts 2,so that these 
confrontations can be fought in 
more detail.) While it seems 
needlessly difficult to raise a 
decent sized army, few other 
complaints can be made about 
the game’s rudimentary but ef- 
fective combat elements. If the 
cohort fails in battle, ranks are 
broken, troopsare demoralized, 
and the barbarians overrun the 
city, where they can be stopped 
by local forces or city walls. 

The occasional conflict 
not withstanding, Caesaris first 
and foremost a game of city- 
building. Beginning with a fo- 
rum — the focal point of each 
city — and expanding to in- 


clude roads, water distribution, | 


houses, bath housesand myriad 
larger structures (temples, coli- 
seums, heavy industry, various 
workshops, marketplaces, etc.) 
the ever-growing city fluidly 
takes shape under the guidance 
of your mouse. To help manage 
your city’s growth, youcan turn 
to a group of advisors, as well 
as a series of graphic displays, 
to stay informed on nearly ev- 
ery aspect of your city’s health, 
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from defense and water distri- 
bution to social unrest. 
Becoming accustomed to 


the causal relationships in Cae- 


sar takes practice, as it initially 
seems that logical decisions 
yield illogical penalties. With 
barbarians at the gates, would 
the citizenry really rebel over a 
slightly higher conscription 
rate? And would a one percent 
increase in taxes really cause 
unemployment to skyrocket? 
But this doesn’t mean the game 
is flawed; the only legitimate 
gripe you can level against 
Caesar's designers is that you 
don’t agree with the socioeco- 
nomic paradigm they’ve cho- 
sen. 

Though it lacks the wide 
variety of structures of Sim City, 
Caesar has more depth of play 
than Sim City. And though Cae- 
sar doesn’t have the scope of 
Civilization, that’s not really a 


_shortcoming. This isn’t a game 


of far-flung conquest; the ap- 
peal of Caesar lies in finding the 
perfect balance in order to pros- 
per and move on to a higher 


position. No decision is isolated 
fromanother,and Caesar’snear- 
perfect mix of strategy and re- 
source-management makes for 
an entertaining, challenging, 
and maybe even (gasp!) educa- 
tional package. This one is 
highly recommended. 
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P. Columbus. The much- 
ballyhooed quincentennial of 
his westward voyage met with 
as many protests as it did 
cheers, two big-budget movies 
celebrating his life and exploits 
bombed at the box office, 
and now comes Discovery — 
In the Steps of Columbus 
from Impressions. 

Perhaps it’s a tad unfair to 
lump Discovery in with those 
other disappointments. The 
game is by no means a dud, nor 
does it do any particular dis- 
service to Columbus’ memory. 


But too much about the design 
seems half-hearted and even a 
little half-baked. Although it 
deals with one of the most excit- 
ing eras in modern history — 
the Age of Exploration, when 
a handful of intrepid men 
opened up a whole new world 
to Europeans — the game 
appears indifferent to the dra- 
matic potential of its subject. 
And the goofy graphics don’t 
help matters either. 

In Discovery, yourepresent 
a European power engagedina 
five-way struggle for colonial 
domination. At the start of the 
game, the land across the At- 
lantic remains unexplored and 
shrouded in mystery. Although 
your exact goal varies with the 
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scenario, your basic objective is 
to establish settlements on the 
continent and nurture them to 
prosperity. Economic success 
tends to be self-reinforcing, 
since profits are used to 
fund new expeditions, leading 
to additional colonies and 
further revenues. 

Game play 
occurs in real- 
time, with many 
activities auto- 
mated in a style 
similar to Popu- 
lous. Whenaship 
makes a landfall, 
for instance, 
colonists imme- 
diately disem- 
bark and set to 
work clearing trees and plant- 
ing crops. Your role is prima- 
rily one of resource allocation, 
deciding which sort of build- 
ings to construct with the 
settlement’s precious supplies 
of timber. Forts, warehouses, 
factories, farms, and churches 
all play a necessary part in a 
colony’s survival and growth. 
As goods start to accumulate, 
however, you also need to fo- 
cus your attention on finding 
an overseas market for your co- 
lonial output in order to keep 
gold flowing back into your 
coffers. In the end, whichever 
country establishes the most 
favorable balance of trade will 
usually come out on top. 

Graphics have never been 
Impressions’ strong suit, and 
Discovery won't change any- 
one’s mind on this score. You 
play froma standard overhead 
view of the landscape, but in 
brazen defiance of the rules of 
perspective, the top quarter of 
the screen depicts nothing but 
cloud-flecked sky. As a result, 
figures moving north drop out 
of sight below the horizon as if 
they had fallen off the edge of 
the world. Weirder yet, when 
you scroll the map quickly 
northward, the terrain will flow 
down across your screen from 
the horizon like water cascad- 
ing down a waterfall. 


Impressions’ products 
have never rated highly as 
simulations either, but that’s 
simply a reflection of the 
company’s priorities, which 
placecleanand challenging play 
above realism or accuracy. 
Nonetheless, Discovery some- 
times betrays a basic command 


ofhistory that wouldmakeeven 
a college freshman blush with 
shame. For instance, the pro- 
gram includes Prussia in the 
lineup of European countries 
questing after territories in 
America, although Prussia 
didn’t even exist as anindepen- 
dent state until 200 years later. 
Then there’s the game map: It 
encompasses all of North 
America but leaves out South 
America and a good part of 
Central America, despite the 
fact that most of the early ef- 
forts at exploration and coloni- 
zation focused precisely on 
these two regions. 

There’s no hard-and-fast 
rule which says a computer 
game must serve double duty 
as a classroom primer. None- 
theless, it’s hard to excuse such 
lapses, particularly in light of 
the fact that the manualincludes 
a quite thoughtful and intelli- 
gent47-page historical essay on 
the subject. If nothing else, the 
article proves that someone at 
Impressions knows better. 

Whatever their faults, Co- 
lumbus and the explorers who 
followed in his wake were men 
of great imagination, daring, 
and vision — three qualities 
which Discovery — In the Steps 
of Columbus sorely lacks. 
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WILSON PRO STAFF GOLF 


|. createa commercially suc- 
cessful golf simulation, you 
have to offer something that 
other programs don’t have. 
Look at how the four big titles 
in the golf-sim category have 
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carved out their own niches: 
Links 386 Pro has incredible 
photorealism; Jack Nicklaus Sig- 
nature Edition boasts an excel- 
lent course-design utility; Elec- 
tronic Arts’ PGA Tour Golf for 
Windows lets you compete 
against dozens of tour pros; and 
Microprose’s David Leadbetter’s 
Greens has a multitude of 3-D 
viewing angles for each of the 
game’s six courses. 

It’s tough to beat any of 
these guys on their own turf, 
and with Wilson Pro Staff Golf, 
Konami doesn’t even try. In- 
stead, Pro Staff Golf is aimed at 
PC golfers whosesystemsaren’t 
powerful enough to accommo- 
date those other simulations. If 
you're tired of waiting 20 sec- 
onds between shots as your, 
say, 386/SX laboriously re- 
draws thescreen, you’rein fora 
whole new experience with Pro 
Staff Golf. 

I tried the game on a 286/ 
12 with 640K of RAM, the mini- 
mum hardware requirements 
for the game. Though I waited 
roughly 10 to 12 seconds be- 
tween shots, I used that time to 
ponder the fact that nearly ev- 
ery other golf simulation cur- 
rently available wouldn’t run 
at all on such a system. I then 
loaded it on a 486/33 with 8 
megs of RAM and compared 
Pro Staff Golf's redraw time to 
386 Pro: 386 Pro averaged 
around 12 seconds between 
shots, while it took Pro Staff Golf 
about a second. 
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Pro Staff Golfis as forgiving 
on your pocketbook as it is on 
your system. With a suggested 
retail price of $39.95, chances 
are you'll be able to pick it up 
for as low as $29.95. But the old 

H] adage “You get what 
you pay for” is very 
much truein the case 
of Pro Staff Golf. 

The game 
comes with only one 
course, and a fic- 
tional oneatthat.(386 
Pro also comes with 
one course, but the 
program was de- 
signed to accommodate the 
numerous course disks for the 
original Links, and Access al- 
ready hastwonew course disks 
designed specially for 386 Pro.) 
ToNovotrade’s credit, it’sa very 
challenging course witha good 
deal of replayability — the 
slopes on the greens of the back 
nine are the steepest I’ve ever 
seen in a golf game — but PC 
golfers who want to playa real- 
life course will be disappointed. 

You can customize your 
golfer’s appearance (you pick 
the gender, as well as color of 
clothes, hair, and skin), but you 
can't select which clubs you'll 
carry onto the course. It’s not a 
huge shortcoming, but I per- 
sonally prefer realism over po- 
litical correctness. 

The interface is unique 
among PC golf games. Unlike 
other games, which usea single 


meter tosetshotstrength, slices, 
and hooks, Pro Staff Golf has 
separate displays for powerand 
accuracy. A circular gauge de- 
termines power (though aright 
mouse-click will restart the 
meter if youaren’tsatisfied with 
shot strength). After you've set 
the power, a golf-ball graphic 
appears with a superimposed 


Category: Golf Simulation 
Publisher: Konami 
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red dot moving over it in a fig- 
ure-eight pattern; where the dot 
is when you click determines 
the shot height and accuracy. 
The graphics, though 
not jaw-dropping, are ar- 
guably as good as in any 
golf sim except 386 Pro. 
Sound effects are limited to 
a swing-noise, and the 
rather unrealistic thump of the 
ball hitting the fairway or 
green hundreds of feet away. 


The only real defect in 
game play comes on the green. 
On putt attempts over 60 feet, 
the power gauge is supposed to 
switch from 60 to 99 feet, but on 
at least a half-dozen putts of 55 
feet or less the gauge changed 
without warning to the maxi- 
mum range. 

There are no computer 
opponents in Pro Staff Golf. 
There are, however, a very 
healthy number of side games 
which can accommodate up to 
ten human players, from drop 
out scramble to bingo-bango- 
bongo. 

In short, Pro Staff Golf de- 
livers what it promises: a fast- 
paced game of golf with plenty 
of variations to make things in- 
teresting. If nothing else, the 
amenable price tag and its abil- 
ity torunona 286 are enough to 
warrant a hearty thumbs-up. 
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BEAT THE HOUSE 


Category: Casino Simulation 
Publisher: Spirit of Discovery 


Developer: Spirit of Discovery 
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‘en thing about gambling 


— it’s not how you play the 
game that matters, it’s whether 
you win or lose! With this credo 
in mind, Spirit of Discovery of- 
fers Beat the House, a simulation 
that gives you a chance to 
learn, at your own pace, how 
not to lose your shirt. It’s a great 
way to sharpen your skills if 


you're planning a trip to Atlan- 
tic City or Las Vegas, or just to 
get a fix of casino action. 

To this end, Beat the House 
is designed with beginners as 
well as seasoned players in 
mind. If you know how to play 
a game, you can jump right in. 
If you need assistance or prac- 
tice, the documentation thor- 
oughly covers general casino 
rules and provides strategicad- 
vice, gambling hints, and odds 
charts. The Beat the House Com- 
panion, by renowned gambling 
expert Avery Cordoza, helps 
elucidate themore complicated 
methods of risking your money 
(the betting layout at the Craps 
table can be daunting to a neo- 
phyte bettor),and evenincludes 
info on casino etiquette and 
details of gaming history. For 
players itching to get started, 
there’s a concise, informative 
on-board Help system for easy 


RANDY PALMER 


access to gaming rules 
and strategic tips. f 

After registering 
your name in the Hotel 
Directory (basically the 
save-game function), a 
single keystroke or 
mouse click willtake you 
to any of the gaming 
tables: Blackjack, Video 
Poker, Craps, Roulette, or Slots. 

Evena greenhorn can start 
playing Slots safely; just insert 
the coin(s), pull the handle, and 
wait for the reels to stop spin- 
ning. There are 3- and 4-reel 
machines with different pay- 
outs — if you’re extremely 
lucky you might win the mil- 
lion-dollar jackpot but you’re 
more likely to hear the tinkle of 
a mere handful of coins as they 
tumble into the payout tray. 

Video Poker machines are 
really second cousins to the 
slots, with payout (but not pay- 
out odds) determined by the 
number of coins you play. I 
would have preferred straight 
poker, because without betting 
rounds there’slittle strategy left 
to poker— the gameis reduced 
tosimply knowing which cards 
to hold, something beginners 
can learn pretty easily using the 
Tutor’s advice. 


The Roulette layout 


doesn’t offer as much flash as 
slots of video poker, but still 
there’s something alluring 
about a game where a tiny steel 
ball careening around the in- 
side of a numbered wheel 


makes players yell, scream, and 
maybe even have a nervous 
breakdown. Roulette is famous 
for offering odds that seriously 
favor the house, but at least the 
adrenaline flows steadily here. 

And if that’s not enough, 
Craps can actually induce gam- 


bling fever. Listening to those 
bones click together prior to the 
come-out roll, you can almost 
smell the big bucks. (Too bad 
they usually stay put in the 
house bank.) The gameemploys 
a pretty neat graphic of tum- 
bling dice for you to shake your 
fist at when you fail to make 
your point. Craps is one of the 
most daunting of casino games, 
but Spirit of Discovery's on-line 
will bring you up to speed as 
well as any craps instructional 
manual. 

The Blackjack tables will 
probably get the busiest work- 
out in Beat the House. All the 
blackjack options are here, in- 
cluding splitting, double- 
downs, and insurance (a true 
sucker bet, according to the 
game manual). Players can 
choose to play with 1, 2, 4 or 6 
decks; the more decks used, the 
more difficult it becomes to 
count cards, a strategic tech- 
nique employed by seasoned 
players to enhance their chances 
of winning (explained thor- 
oughly in the manual). 

The graphics areclean and 
crisp, the interface is designed 
so intuitively that you don’t 
necessarily have to read the 
manual, and game play is, for 
the most part, pleasingly realis- 
tic. You do need a relatively 
powerful machine (a 386/25 
works nicely) to avoid irritat- 
ing delays. Except for the dubi- 
ous decision to include Video 
Pokerat the expense of the stan- 
dard version, Beat the House of- 
fers nearly everything gamblers 
from amateur to professional 
could want in a game. 
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MAGIC CANDLE III 


al game’s appearance was 
a surprise — the ink was barely 
dry on the reviews of Magic 
Candle II when the third epi- 
sodehit the stores. The plot gim- 
mick in this installment centers 


ona deadly blight that is eating 
away at the Solian Lands far to 
the south of King Rebnard’s 
domain. Your quest, once you 
have assembled a party (or 
transferred characters from 
your Magic Candle II game), isto 
scour the southern lands and 
find the source of this plague, 
then locate a cure. You'll need 
to bring along more food than 
usual, because nothing grows 


in the infested areas — nothing 
you'd care to eat, that is. 

The game begins inside a 
desolate forest near Castle 
Oschcrun. The first character to 
join your party (just in time to 
keep it from being wiped out) is 
Prince Garzbondgur of the orcs. 
He's a reasonably loyal fellow, 
for anorc, and his presence will 
greatly facilitate interactions 
with that odd race. He has a lot 
of money on him, too; he won't 
pool his funds with you, but 
you can usually get him to pay 
for accommodations in an inn. 

There are several new fea- 
tures in Magic Candle II. The 
mouse interface is much im- 
proved and very intuitive. You 
no longer need to use the For- 
mation command to thread 
your party through a narrow 
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opening — just click with the 
directional arrow and the party 
members do a sort of “Chinese 
Fire Drill” until they pass 
through, after which they re- 
align themselves in the original 
formation. The 
automatic note- 
pad function 
has been re- 
vamped and is 
more valuable 
than ever. And 
the effects of 
both illness 
and poison 
are deadlier in 
this game than in the first two 
installments, so be sure to take 
extra amounts of Loka and 
Medicin herbs. 

Some detailed changes 
seem intended to make the 
game more convenient. You no 
longer have to assign someone 
to do research in a library; just 
enter the building and you'll 
have instant access to whatever 
lore or wisdom resides there. 
And you can send assigned 
characters across the country- 
side without fear of their being 
captured. 

Combat is handled in the 
same way as Magic Candle II, 
butsome of theskirmishes have 
a weird look to them. Blight 
spores are often encountered, 
and their manner of graphic 
representation sometimes 
makes them hard to distinguish 
from the vegetation. (And how 
much damage does an arrow do 
to a large amoeba?) 

Despite the incremental 


ict Z 
improvements mentioned 
above, there’s something a little 
flat about this game. I was a big 
fanofthe firsttwo Magic Candles, 
with their leisurely pace and 
marvelously textured worlds. 


Category: Fantasy Role-Playing 
Publisher: Mindcraft 


Developer: Mindcraft 
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There are no major flaws in this 
edition, but for some reason it 
seems to takean unconscionable 
amount of time to get cracking. 

One of the things I most 
loathe in an FRP is gratuitous, 
mindless, every-third-turn 
combat; but I found myself 
longing for some in this one, 
going out of 


trouble to relieve the tedium. 
And just as soon as you get a 
well-trained, decently equip- 
ped party together, somebody 
always gets tired or hungry. 
During the first five hours of 
game play, Ispentasmuch time 
feeding and resting weaker 
party members as I did making 
significant progress in the plot 
(or at least it seemed that way). 

Once again, there doesn’t 
seem to be anything glaringly 
wrong in Magic Candle III, it just 
seems curiously lacking in vi- 
=] tality compared to the ear- 
lier two games. Suchajudg- 
ment is, of course, utterly 
subjective, and other fans 
of the series may like it just 
fine. All I can say is that I 
began to weary of it after 
seven or eight hours of 
play, something that never 


happened as I explored the 


worlds of the first two games. 
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SHADOWLANDS 


Category: Fantasy Role-Playing 
Publisher: Domark 


Developer: Teque 


Rating: ees a a gz 


I \sfaras plot and concept 


are concerned, Shadowlands is 
a fairly ordinary fantasy role- 
playing game. There’s a dark 
overlord, and a party of four 
characters trying to work their 
way throughaseries of increas- 
ingly dangerous levels trying 
to defeat him. Weapons must 


be found, spells must be cast, 
secret keys and passageways 
must be discovered. Predict- 
able and comforting, but not 
much more. 

What distinguishes 
Shadowlands from other FRPs 
are its interface and, in part, its 
display. The display is a three- 
quarter overhead view of the 
party and the surrounding ter- 
rain, similar to the view found 
ina number of other FRPs. The 
difference is that the designers 
have labored mightily to cre- 
ate what they call the 
“Photoscape” lighting system, 
whereby light and shadow are 
rendered much more realisti- 
cally than in many games. 
Light a torch in a dungeon, for 
instance, and you see a care- 
fully patterned circle of illumi- 
nation, bright at the center and 
dimmer at the edges. Walk 
around with the torch, and the 
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areas of light and 
shadow change ac- 
cordingly. 

Unfortunately, 
the undeniable ad- 
vantages of this sys- 
tem are offset by the 
simple fact that the f 
game’s graphicsaren’t 
much to write home 
about. From the title 
screen through the ™ 
character creation screens and 
into the dungeon scenes 
themselves, the graphicimages 
are okay, but that’s aboutit. As 
aresult, the game doesn’t draw 
you in on first glance, as many 
recent FRPs do. If there’s a 
Shadow-lands II in the works, 
the designers should give 
graphics enhancements top 
priority. They just don’t capti- 
vate. 

Because it plays differ- 
ently than most FRPs, it’s es- 
sential that youread the game’s 
well-written manual. Unfortu- 
nately, the interest piqued dur- 
ing your reading isn’t sus- 
tained during actual game 
play. Thereason? Allthe things 
that sound so excellent and 
exciting in the manual are dif- 
ficult to perform in practice. 

In Shadowlands, your party 
of adventurers isn’t just a 
multi-person conglomerate. 
Each adventurer in can go his 
or her own way, performing 
separate actions even on sepa- 
rate levels of the dungeons. In 
fact, splitting up the party is 
necessary at several points in 
the game because one adven- 
turer will have to trigger some- 
thing while another waits to 
act immediately on the conse- 
quences. 

The screen shows the main 
adventuring area, as well as 
insets for each of the fourmem- 
bers of the party. To make an 
adventurer do something, you 
must click within that 
character’s inset. Moreover, 
you must click on a specific 
part of that character’s body 
outline. To get a character to 
read something, click on the 


head and then on the item to be 
read. Tohave the character pick 
up an item, click on the left 
arm and then on the item (all 
items that can be acted on will 
flash). To fight, click on the 
right arm, as long as the arm 
isn’t carrying a torch or other 
object that can’t be used as a 
weapon. 

There are two other parts 
of the body outline which you 
canclick upon. Click on the left 
leg to move a character while 
the rest of the party remains 
where they are (that’s how you 
split them up). Clicking on the 
right leg means that the char- 
acter is the leader of the party, 
and all adventurers within 
sight of him will immediately 
move to join and follow him. If 
they’re not in sight, the inset 
changes, and until you move 
them back each other’s view 
they can’t rejoin. 

All of this is extremely in- 
teresting — precisely the kind 
of realism FRPs desperately 
need. But the frequent clicking 
on the body outlines quickly 
becomes both tedious and an- 
noying, and the whole system 
has to be rethought with a 
heavy emphasis on playabil- 
ity. Add to this the fact that 
torches and food seem to last a 
very short time (meaning you 
must constantly forage for 
them), and you have a game 
that is, overall, unexpectedly 
frustrating. There are some 
great ideas here, but only FRP 
fans in search of novelty will 
find the experience truly en- 
joyable. 
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TEGEL’S MERCENARIES 


ie the perfect example 


of a promising concept and de- 
sign being undermined by 
sloppy programming. One ses- 
sion with this glitchy, twitchy 
game and you'll either be itch- 
ing to throw your mouse out 
the window, or praying for one 
heckuva patch disk. 

Tegel’s Mercenaries places 
you in charge of a group of six 
commandos with various spe- 
cialties and skills. Under the 
supervision of the glaring Gen- 
eral Tegel, you act as B.O.S.S. 
(Base Operations Squad Ser- 
geant), directing the squad — 
from the safety of the drop 
shuttle — on a series of inter- 
planetary missions. The chal- 
lenge is to pick the right people 
foreach mission, and give them 
elaborate series of commands 
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to perform the necessary mis- 
sion, withallaction taking place 
in real time. 

Atfirst glanceitlooks good, 
with a simple but colorful 
pseudo-Japanamationlookand 
a fair variety of landscapes and 
enemies. Unfortunately, getting 
those little guys to do what 
they’re supposed to, and do it 
properly, is a major challenge. 
In fact, it’s more challenging 
thanany other partofthe game... 

The premise is standard 
sci-fi boilerplate. When the first 
contact with an alien life form 
— the chlorophants — is made 
in the solar year 2104, Mars and 
the moons of Earth, Saturn, Ju- 
piter, and Uranus have been 
colonized, and each has its own 
government. An organization 
called The Consortium hasbeen 
established in order to coordi- 
nate a unified effort against the 
perceived menace, but it’s 
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soon discovered that the 
chlorophants aren't a threat. 
The chlorophants wereallowed 
to settle on the colonies, caus- 
ingsuchanincreasein the popu- 
lation that the existing police 
forces were unable to ensure 
order. 

To address this crisis, a 
special Actallowing authorized 


people or groups to maintain 
private armies was passed. 
Soon, megacorporations were 
using mercenaries to wage war 
onthecompetition. Now,anew 
race—theK’Kistiks— hasbeen 
discovered, and they appear to 
be very hostile. Toss in a few 
rebel chlorophants, and you 
have a messy galaxy with lots 
ofmercenariesrunning around. 

There’s a good variety of 
missions, and each one serves 
to further the plot. Spaceports, 
spaceships, and the Ice, Plant, 
Bug, and Terran Worlds are the 
six locales for all opera- 
tions, with a nice assort- 
ment of critters — the vari- 
ous Chlorophants, Robots, 
K’Kistiks, and Predators — on 
hand to keep things from being 
too easy. There aren’t a lot of 
variables, but everything is 
mixed up enough to keep the 
game from becoming repetitive. 

The backbone of this game 
is your private army, which will 
carry out — or more likely not 
carry out — your orders. Each 
is rated in categories such as 
strength, loyalty, intelligence, 
and health, and each is skilled 
inareassuchas weapons, medi- 
cal, computer, explosives, de- 
fensive, etc. They can also im- 
prove in certain areas as they 
gain experience. 

The view from the drop 
shuttle gives you a godlike per- 
spective of the entire area of 
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operations. A point-and-click 
interface is used to control each 
mercenary; you can tell a mer- 
cenary where to move, who to 
attack, what to search, which 
equipment to use, etc. They can 
travel in a group or individu- 
ally with a sequence of com- 
mands. Each merc has varying 
degrees of autonomy, from by- 
the-book rule-followers to ren- 
egades whomayignoreB.O.S.S. 
commands and do things their 
own way. 

Utilizing staticimages, text 
boxes, and minimal sound, 
Tegel’s Mercenaries is no-frills 
gaming. There’s nothing wrong 
with that, but all too often the 
mercs simply won’t do what 
you tell them: They walk in 
circles for no reason, ignore 
commands, back into walls, 
twitch, fail to fire even when 
ordered to do so, and generally 
act annoying. The interface is 


unresponsive and clunky: in a 
word, awful. That’s too bad, 
because this could have been 
a fun little game: not ground- 
breaking, but entertaining none- 
theless. As it stands, though, 
Tegel’s Mercenaries is an exercise 
in frustration and an object les- 
son in bad programming. 
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Bad Day in Bagtad! 


You've been cast out of the palace as a beggar. The princess has 
turned against you. The palace guards want your head on a skewer. 
And you haven't even had breakfast yet. This is not good. & It gets 
worse. One minute you're fleeing for your very life across roof tops. 
The next, you find yourself washed up on a desert island...or amidst 
ancient ruins, face to face with a disembodied head (and boy is it 
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and then...well...things get just a mite tricky. && Introducing 
Prince of Persia 2°: The Shadow & the Flamé* Some call it a dozen 
Arabian Nights movies rolled into one. Actually, it’s your worst 


Arabian nightmare. & So get some sleep. Once this 6B d b d 
swashbuckler begins, you may never sleep again. (0 ef UN 
PULSE-QUICKENING ACTION © RICH MOVIE-LIKE STORY AND SOUNDTRACK ¢ INCREDIBLY REALISTIC ANIMATION 


A CINEMATIC ACTION GAME BY JORDAN MECHNER ¢ SUGGESTED RETAIL PRICE: $69.95 (MS-DOS VERSION). SEE YOUR LOCAL DEALER OR CALL 
1-800- 521-6263 AND REFER TO CODE 264 TO ORDER AT A 25% SAVINGS. # REQUIRES 10 MHZ 286 OR FASTER MACHINE. HARD DRIVE AND VGA REQUIRED. 


©1993 Broderbund Software, Inc. Prince of Persia is a registered trademark and The Shadow & the Flame is a trademark of Broderbund Software. All rights reserved. 
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SIERR 


He’s a legend that's 

sweeping the galaxy... 

Roger Wilco, the universe's favorite janitor, has taken the helm of his own 
starship. And that's the good news! Join Roger and an intergalactic 
gaggle of misfit shipmates in the most hilarious adventure on this 
(or any other) planet. Find out why Game Players magazine calls the 
Space Quest series “a prime example of why Sierra is at the top of 
the computer gaming world.” 


